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About Tliis Book 
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-ypcrCard* IIgs® is a software package that allows you ro create 
your own ways of doing things on your Apple IlGS* computer. 
This book is a reference to everything you might need Co know as 
you use HyperCard, including how to use and create "sman" 
documents called stacks. Stacks can do many of the things that 
ordinary Apple IIgs application programs can do, and more, 
because you can decide for yourself how you want yotir stacks to 
work — without knowing a word of programming. 

If you do laiow something about programming, or even if you're 
just curious, you might want to learn more about HyperTalk* the 
programming language that s built into HyperCard. This book 
doesn I cover HyperTalk in detail. You don't need to know anything 
abour HyperTalk to use HyperCard efFecdvely; but if you want to 
learn more about it, you can read the HyperTalk Be^mier's Guide. 
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What you need This book assumes char you know how to use your Apple IlCS, 
to know to use ^^^^ understand the Rindamemals of HyperCard. 

You should loiow 



this book 



■ How to use the mouse and keyboard 

■ How lo choose from a menu 

■ How to use f'^^-lcey commands (such as C^'-X) 

■ How to copy files and disks 

■ How to open disks, folders, applications, and documents 

■ How to do simple text editing 

■ How to use the directory dialog box to locate files ^ 

■ What a HyperCard stack is 

■ What the components of HyperCard stacks are-— cards, 
backgrounds, buttons, fields> and graphics 

If you're not sure how to do all of the first seven tasks listed, go 
through die documentation that came with your Apple IlGS before 
you do anything else. 

If you don t know what a HyperCard stack is, or if you're not 
familiar with the components of stacks, go through the book 
Gettifig Started With HyperCard IlGS and die Tour that comes 
with HyperCard before using this book. (Getting Started With 
HyperCard lies tells you how to Stan the Tour,) These tutorials 
teach the concepts you need to know to use this book. M 
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How to US6 This book is a reference to everything you might need ro know as 
this book HypeiOrd. (It doesn t cover scripting with HyperTalk— 

,1 HypciOrd^ programming language,) This book is designed to 

help you find answers to your questions quicldy and get on with 
your work. 

I Once you understand the basic concepts presented in the Tour 
stack and the book Getting Started With HyperCard Has, refer to 
this book as you begin doing your own work in HyperCard. If 
you're still not sure how ro use the Home scack or how to find 
your way around in HyperCard, you might want to review the 
informadon in Chapter \, "Using HyperCard Stacks/' if you 
want to begin building stacks, consult Chapter 2, "Creaung and 
Modifying Stacks." 

This book is organized according ro tasks. Use the Contents or die 
Index to locate instruaions for specific tasks. You can also use the 
Index to find information about individual topics and commands. 

Descripnons of specific tasks in this book often include numbered 
steps. Each step consists of a short instruction in boldface type 
followed (usually) by further explanation in plain type. Depending 
on your level of expertise with the Apple liGS, you may find that 
you can speed dirough some or all of the instructions by reading 
just the boldface steps. 

The book contains the following chapters and appendix: 

■ Chapter 1 , "Using HyperCard Stacks." describes how to 
use HyperCard stacks — ^"smart" documents creared with 
HyperCard. This chapter also explains how to get help with 
HyperCard and how to use stacks stored on file servers and 
compact discs. 
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m Chaprer 2, '^Creating and Modifying Stacks," provides 

information about building sracks. This chapter includes specific 
instructions for worldng with a stack as a whole. 

■ Chapter 3, "Working With Cards and Backgrounds," explains 
how to create and modify individual car^/s^nd backgrounds. 

m Chapter 4, '^Working Widi Buttons/' explains how to create and 
modify buttons ("hot" spots} and use them to link related pieces 
of information, 

■ Chapter 5» "Working With Text and Fields/' explains how to 
create and modify7?^M {the places you create to hold texr), how 
to enter text into fields, and how to control text styles. 

■ Chapter 6, "Working Widi Graphics," describes HyperCard W 
Paint tools and commands and shows you how to use them to 
create graphics, 

m Chapter 7, "Prindng," explains how to print the informadon in 
a stack. 

You can find definitions of untamihar terms in the Glossary. Terms 
Aat appear in italics in this book are defined in the Glossary. 

The HyperCard IlGS Quick Reference Card gives keyboard 
shortcuts for HyperCard operations. 

At the end of the book is a Tell Apple card. By answering the 
questions and mailing the card to Apple* you help us improve our 
products and documentanon. Fill die card out after you Ve worked 
with this book, W 
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A HyperOirtl stack can be as simple as a collection of information, 
or as complex as any Apple liGS applicacion program. (Chapter 2 
sliows sonic examples o( HypetOird staclcfi.) You can use the stackii 
that come with HyperCard, create stacks yourself, or get stacks 
from a variety of other sources: 

■ You'll find HypcrOtrd stacks for sale at your local computer 
software store. 

■ Check with your local Apple IlGS user group to find out the 
meeting time of the HyperCard special interest group. Members 
often share their stacks with each orher (The next section 
explains how to find a local Apple IlGS user group.) 

■ Most on-line electronic information services like CompuServe^ 
and GEnie"" have HyperCard special interest groups. These 
groups have stacks you can get free> except for die service s 
time chaises. 



Where to get 
Hypei'Card stacks 



Oilier sources 
of information 



Although this book is a reference to HyperCard, it doesn t contain 
tutorial instruction for novice users, and it gives only a brief look at 
scripting (cT^^un^ programs that control the actions of HyperCard), 
Other kinds of information and instruction on HyperCard are 
available from a variety of sources. This section describes some 
of these sources. 
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Other learning materials In addition ro rhis bool^> the following learning materials are 

included in die HyperCard package: 

Getting Started With HyperCard IIgs: A book diat rells you liow to 
install HyperCard, teaches tlic basic skills you 
need ro gei going, and shows you how to srart 
creanng and modifying stacks. 



Tour: A stack chat introduces basic HyperCard concepts by 
^^^^^^ showing you what HyperCard can do. 





HyperCard lIcs Help: A stack chat answers your questions while 
<^^^^ you're tising HypciCard. 




HyperTalk Be^nner's Guide: A book chat teaches you how to use 
HyperCard's programming language by helping 
you create a new stack, one step at a time. 




HyperTalk Help: A stack that provides easy access to informatioji 
abouc HyperTalk for people who tise 
HyperCard's programming language. 




If you're serious about building stacks, you may also want to 
consult the following books, which were written ar Apple and 
are published by Addison-Wesley as part of the Apple Technical 
Library: 

HyperCard Stack Design Guidelines: A book that provides 
information about how to design and build effective stacks. Its 
focus is the look and behavior of stacks (for example, navigation 
methods and card layouts) radier than the mechanics oi scripts. 
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HyperCard IICS Script iMnpmge Guide: A book that provides 
detailed reference information about scripts and HyperTalk This 
U)ok is (or people wiUi .sunic progrjJiiniing or scripting cxpei iciKf. 



Several other excellent books have been written about HyperTalk, 
Books about HyperTalk that were written for HyperCard 1 .2.5. 
which njns on Macintosh® computers, contain much information 
that also applies to HyperCard IlGS. 

User groups Apple \\G^ user groups can be a great source of information about 
HyperCard, and about Apple computers in general. Members of 
user groups meer to share ideas, discuss problems, and exchange 
software and information. By attending user group meetings, you 
can learn more about HyperCard and see how others are using it. 

Ask your authorized Apple dealer for the name of the Apple IlGS 
user group nearest you, or call (800) 538-9696, Extension 500. 
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. , Using HyperCard Stacks 



his chapter begim with a brief summary of what HyperCard* 
IIgs* is and what yoLi can do with ir. One of the firsr ching^s you'll 
learn is that documents created with HyperCard are called stacks. 

The remainder of the chapter describes what you need to know to 
use HyperCard stacks effectively, including 

■ What liardwarc and software you need to use HyperCard 

■ How to start HyperCard 

■ How to use the Home stack 

■ How to open, explore, and close stacks 

■ How ro get help 

lb do rhc tasks described in this chapter, you need to have your 
user level set to Typing or higher. N)/hen a task requires a user level 
higher than Typing, the instructions say so. (The sccnoii "User 
U*vcls and Options" in this chapter explains how to set your 
user level.) 
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What is HyperCard? HyperCard Icr.s you create your own ways ofdoing things on your 

computer. Unlike most application programs, which are designed to 
peHomi o[ie type- ori-jj>k {such as word processing or creating 
graphics). HyperCard can be used for many dirterent kinds of tasks. 
For example, you can use HyperCard to do any oFthe following: 

■ Gather information and organize it in anyway you like. 

■ Browse throtigh information you've assembled yourself, or 
information gatliered by someone else. You can follow links to 
topics you want to know more about, skip over things youVe not 
interested in. and search for specific facts or text. 

■ Create HyperCard stacks that meet your own specific needs — 
for example, stacks that help you write a report, learn a new ^ 
language^ organize a collection of electronic clip art. or present 
information stored on a videodisc, 

■ Ctistomize your comptiter work space — so tliat. for example, 
with a single mouse chck. you can log onto another computer, 
launch an application that's hidden away in a folder, or send a 
message to a friend. 

Using HyperTalk'", HyperCard's English-like script language, you 
can gain even more control over your HyperCard environment, 
whether or not you have prior programming experience. You can 
tap the power of HyperTalk without Icnowing anything about how 
it works. For example, you can link a button to a stack — creating a 
script that tells the button to take you to that stack — wirhoLit 
writinga word of HyperTalk. And HyperCard comes with ^ 
readymade scripts you can copy and paste, (You can learn to create 
your own scripts by working dirough the exercises in the HyperTalk 
Beginner's Gurgle.) 
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The more you learn about HyperCard, the more uses you'll sec for 
it. HyperCi*rci allows ynu ro shape rhe wiiy your umipuier organizes 
and preseuLs information, which can help you use chc information 
efficicntiy. You may even find rhai HyperCard helps you discover 
new v^ays ot organizing your work and new approaches ro old 
problems. HyperCard provides you with a creative environment 
that's limited only by your imagination. 

Chapter 2 shows examples of the kinds of stacks you ain create with 
HyperCard, 
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CurUs Und SDl'IvS HyptrCnrd. informijcion iippeiirs on cards. HyperCard cards 

are a lot like paper index cards on which you can jot notes or 
misccllaiKuiis inlorinjition. In HyperCy.ird. Ciirds can c(mtain 
bodi text and pictures: 
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Figure I-I Qrd^^HyperCard's tundjmenial imirs of inforiTiatit^n 
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C^ards arc gmupcd into stacks. The cards within a stack arc usudly 
(but nor necessarily) relared to one another, or based on a common 
theme, "rhey usually have the same look and contain similar 
information. 



TaupoStamp i-^™ 

- ..- li/^ 
TaurangaStamp, 

NEWZEALAND i 
^ J 

Whakatane Stamp 

NEW ZEALAND , ^ 

(GQtQ History Stack]<j 



Figure 1-2 Qrds are grouped inlo ^itacks 

Every stack has a name. An icon for each stack appears in 
the Finder 




StampStack 

Figure 1-3 A HyperCard .stack Icon in the Finder 

<f !f your stack icons look different: HyperCard srack icons will look 
like the icon in Figure 1-3 only iPyou have followed the srandird 
installation procedure. If your stack icons look different, see 
"HyperCard Icons and the Finder," later in this chaprer. * 
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Ytni cut [L\*rn :i loi about die power of HypcrC];ircl just by exploring 
the stacks rhat come with lU These stacks provide good examples of 
ilie kiniL ol diiiigs HyperCard am do, II you wisli. you cm obaiiii 
additional stacks from the sources described in the Preface. 

HyperCard includes toois you can use for modifying and cre^ring 
Slacks. With these tools, you create and manipulate the elemenrs, 
or hiiikling blocks, that make up stacks. You ain arrange the 
iuformadon on cards in any way you like. And you can tie together 
related information by creating Iwks — so that a single dick takes 
you immediately ro the information you want, whether it's in the 
same stack or a different one. 




Figure 1-4 A link Irom one M:iL'k in :ino[her 



When youVc ready to begin building sracks of your own, go to 
Chapter 2, "Creating and Modifying Stacks." 



What yoLi need To use HyperCard, you need che following hardware and software: 

to use HyperCard . An Apple IIgs^ computer with 1.5 megabytes (MB) of memory 

or more. (To find out how much memory your computer has, 
follow the instructions in "Checking Your Computers 
Memory," later in this chapter.) Your authorized Apple dealer 
can help you add memory ro your computer. 

m An 800K disk drive. 
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■ A hard disk. If you don t have a hard disk of your own, your 
compuLer muse have access to a file server over an AppleSharc"' 
network. 

' ' ■ System software version 5.0.3 or later. Your authorized Apple 

dealer aui help you obtain the system software you need- 

■ lo print with HyperCard, you need the appropriate printer 
driver for your printer. The printer driver must be in the Drivers 
folder, which in turn must be in your System folder when you 
Stan your computer. For example, ifyou have an ImageWriter 
printer, the Drivers folder must include the ImageWriter driver. 
The documentation that can^e widi your Apple llcs discusses 
liow to insiaJI system updates, including; drivers. 

HyperCard and your HyperCard requires a minimum of 1.5 MB of random-access 
computer'.^ memory memory (RAM) to mn efficiendy. However, the more memory 

you have installed in your computer, chc better HyperCard will 
perform. The sections that follow describe how to find out how 
much memory your computer has and how to idcndfy and deal 
with symptoms of low-memory condidons. 



(iliu kiiiii yniir (.()lnpll[L■r''^ niciiKiry 

Once your computer is set up, you can easily find out whether you 
have enough memory to run HyperCard. Just follow these steps: 

1- Choose Control Panel from the Apple menu. 

2. Scroll through the icons on the left until you see the RAM 



icon. 
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3. Click the RAM icon and check die numbers labeled ''Memor)' 
in use" and "Free memory." 

11 [llc^^e iiumbci^^ add up Co 1*530 ur morf, ymi luvc s^[K>Lit;li 
memory. 
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Figure I -5 Checking yovir computer's memory 



Your aurhorized Apple dealer can help you add memor)' ro your 
computer if you need ii. 

Symptoms ijf low-memor)' conditions 

HyperCard's use of memory depends on many factors, including 
[he numixT i>Fdc'sl< accessories you h;ivc insinllcd in your sysrcm, 
the network software you're using (if any), and the complexit)' of^ 
die card or stack you're currendy working with. Even if you have 
1.536K or more of RAM installed in your computer, you may find 
that HyperCard sometimes performs differendy than you expect. 
This is most likely ro happen if your computer has close to the 
minimum amount of memory you need co run HyperCard and is 
part of an Applt:Share network. 
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insuilling HyperCard 



Aha- you Imvc in^sEaiL-tl I lypcK^iircl and Icui tK-d m us<: ii. yoii \u,\y 
want CO evLiluatc its use of your computer's memory. The following 
syjiiptonw areiigjis tli;ii HyperCard is runnitig uut of memory: 

■ Fields and buttons in the card layer disappear when you're using 
the Paint tools in the card layer. 

■ Fields and burrons in the background layer disappear when 
you're irsinj;; the Paint tools in the background layer, 

■ The Undo command docsn t always work when youVe using the 
Paint tools, 

■ Burtons tiiat play complex sounds don t work. 

You can keep working if these symptoms occur — HyperCard's 
behavior remains the same in most other ways, although it may run 
more slowly than it would with more memory. 

The best way to avoid low-memory conditions and to improve 
HyperC.ard's speed and general performance is to install additional 
HAM. hiowtver, it may help to remove some of the desk accessories 
you have installed in your system; avoid u^ing a RAM disk; and 
lower the RAM cache to 32K {on if all else fails, to OK), 

For information about desk accessories. RAM d\sks. and the RAM 
cache, see rhe documentation that came widi your computer. 

For information about working with the Paint tools under low- 
memory conditions, see **Working With Paint Tools When 
Memory Is Low'' in Chapter 6. 

Before using HyperCard, you shotild install it on your hard disk. 
(You miis-t have a hard disk to run HyperCard,) See the book 
Getting Stiirted With HyperCard Ifcsfor installation instructions. 
If you don t follow those instrucdons exactly, the HyperCard icons 
in the Finder may look and behave differently than you expect. 
For more information, see "HyperCard Icons and the Finder/" 
later in this chapter. 
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After you in.sull HyperCard* ma!<e sure you have ^ backup copy ol 
each disk ihat comes widi it, and lock your backup disks. (U you 
tloiu know how lo lock a disk, see cbc dociinicniacion rliat came 
widi your Apple IlGS J Ir's a good practice to back up any new 
software before using it. However, ii's particularly important to do 
this with HyperCard, because HyperCard automatically saves any 
changes you make to stacks — without asking. Keep a backup copy 
of L-ach stack that comes with HyperCard, so [har you can iJways 
retrieve the original copy of any stack. 



Starting HyperCard Before you srart HyperCard, make sure you have a backup copy of 

each disk that comes with it, as described in the preceding section^ 

Beginning with The Home stack serves as a home base whenever you use 
lilf HunU' SUlck HyperCard, and it's a good place to start exploring- It includes 
a visual directory of other HyperCard stacks and provides easy 
access to them. (You need to have a Home stack to run 
HyperCard.) 

If you followed the installation instructions in Getting Started With 
HyperCard IldS, there are two ways to starr HyperCard so thar it 
opens die Home stack: 

g^^^^ hi iliL' rimlcT, tjf dduhk'-dick 

^Ij^iui double-click ilie I'^t^ Munie tran. J 

HyperCordI IGS Hypercarfi icon , Home ^ 

Figure 1-6 Smntn^ llyptrCurtl wilti the Hume suck 

You might have to close windows or open lolders to fmd the 
HyperCard icon or the Home icon. 
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If you did noi follow the inscallacion inscrucdonji exacdy, or if you 
hnvcsLibscquenrly moved the HyperCird program file to anottier 
iocarion on your h^rd disk, you may find fJiar dicse icons look or 
behave diftcrcndy from the way they are described in this section. 
For more inFormarion, see "HyperCard Icon.s and the Finder,'* laier 
in this chaprcr. 

« Where is Home? When you start HyperCard by double-clicking 
its icon, it looks for the Home stack (1) in the System folder; 
(2) in your user folder, if you're running HyperCard over an 
AppleShare network, or in die folder diat contains the 
HyperCard program, if youVe not running HyperCard over a 
network; and (3) in any folder named Stacks that's inside the 
folder it checked in (2). If it can^t find Home in any of these 
places, HyperCard displays die directory dialog box and asks 
where Home is. Use the directory dialog box (shown in the 
following figure) to locate and open the file called Home. ^ 



This is ihe curreni directory level. Vou 
can see the next higher level in your disk 
directory (if there is one) by clicking 
here or pres,sing E.sc. 



ythere is Hob? ^ 
<^:HardOiik:HHper[;ard: 



CD Slacks 
□ Tour 



IS 



( tUl9 ) 

[ Cancel ~~) 



Yon tan cpen ii stack, Rjlden or vcfume in 
lliis list liy dduiile-thcking il. You need lu 
locale the Home slack and open iL 



You can view the 
voinmes thai are 
currently available 
luyourconipuLtrr 
by clicking here or 
pressing the Tyb 
key. 



Figure 1-7 Tlu' directory dill lo^ box for finding a file 
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lor mort: informiition about using the dircccory didog box> sec the 
documencarion that came with your system softw^ire. 

For more inrormatjon about Home, see "The Home Srack," later 

ill diis chapter- 
Beginning with a stack You can start HyperCard so that it opens to a particular stack other 
other lhan I lunie than Home, as shown in the following figure: 



_ln llu' Finder, 
ibiililc-dirk th(.' 

Stock ^ta^k'^i^on 



Figure 1-S Sinning I iy|K'iil;ird with a stack olhei lliun Home 



You might have to dose windows or open folders to locate the 
stack's icon. 

If yoLi cant start HyperCard by double-clicking a stack's icon^ or if 
the icon looks different from the one shown in Figure 1-8, see [±\e 
next secdon, "HyperCard Icons and ihe Finder/' 

❖ Where is Home? When you start HyperCard by double-clicking 
a stack's icon, it looks for the Home stack ( 1 ) in die System , 
folder; (2) in the same folder as the stack you double-clicked; 
(3) in your user folder, ifyou're running HyperCard over an 
ApplcSharc nLWurk, or in die folder that coniaijis the 
HvperCard pmgram. if youVc not running HvperCard over a " 
network; and (4) in any folder named Stacks that's inside the 
folder it checked in (3). If ir cant Hnd Home in :my of these 
places, HyperCard displays the directory dialog box shown in 
Figure 1-7. which you must use to locate the file called Home. 
After you tell ic where Home is located, HyperCard opens co the 
stack whose icon you double-clicked. <r 



n 



Cli:!p:cr 1: llsinji HyperCard Slacks 



Imporiant: Whutlicr or Jioi you want Co siiirc HyperCard wi[li [he 
I lotiH' sKuk. yt>ii iKvtl lo lj;ivL- ;i I Inine sLick on your disk lo niii 
HyperCard. A 



^ 5ff a padlock (a) rA^* mernt bar? Wlien you open a locked 
stack, a padJock appears in the menu bar to the right of the 
righimosr menu title. The padlock means the stack is 
locked' — you can t make changes to it. The section '^Opening 
a Locked Stack/" larer in this chapter, describes how to work 
with su^h stacks, 

HyperCard icons if you install HyperCard exactly as described in Getting Started 
:ind the Findf r With HyperCard Has. and if you leave the HyperCard program and 
die Home stack where the Installer program puts them on your 
hard disk, the icons for the HyperCard program. Home, and orher 
HyperCard stacks will look jusr like those in Figures 1 -6 and 1 -S 
(that is, like miniature stacks). If you don't follow rhe instruaions 
exacdy, or if you move the HyperCard folder, die HyperCard 
program, or Home after installation, you may find that double- 
clicking stack icons to open diem from the Finder won t work. 
You may also find that HyperCard's icons change rheir appearance, 
so diat they look like standard Apple Ik;^ applicarion and 
document icons. 

When the histaller program installs HyperC'ard on your hard 
disk, it also places two files (called FTYPE. HyperCard and 
HyperCard Jcons) tn the Icons folder on the same disk. These files 
contain information the Finder needs about HyperCard's icons and 
the location of the HyperCard program on your hard disk If these 
files aren't inside the Icons folder, the Finder uses its standard icons 
instead of the HyperCard icons for all the HyperCard files, and 
cannot automatically locate the HyperC-ird program file. When this 
is the cii.se. you can start HyperC^ard only by double-clicking the 
HyperCard program icon. Double-clicking the icon for -a 
HypcrCai'd stack won t work. 
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If [he HyperCard icons you sec in the Finder are correct, but 
you still can r start HypetCard by double-clicking ii stack icon, 
it's probably becatise you have changed the arraJigemeni of 
HyperCard's files on your hard disk. Even if the correct files are 
in your Icons folder, the informarion they contain about the 
location of the HyperCard program on your startup disk will not 
be valid if you have moved it. To avoid this situation, keep both the 
HypetCard program file and the Home stack where the Ins[;iller 
places ihem: inside die HyperCard folder, which in turn should be 
at the top level of your hard disk direcioiy (visible in your hard 
disk's window), 

!f you need to keep the HyperCard program somewhere else, make 
sure you keep the Home stack at the same directory level (in the ^ 
same window) a-s the HypeiCard program file, and remember thai 
you must always start HyperCiird by double-clicking its icon. 
Double-clicking stack icons to open them won't work, but 
otherwise HyperCard will Rinction the same way. 



Tht Hoillt SUlck Home is HyperCard s central stack. You can return to it easily from 

jny other stack ;U any time. You use the Home stack as your base 
of operations, a jumping-oH point tor your work in HyperOrii, 
This section describes the standard Home stack that comes with 
HyperCard. 

The cards in the standard Home stack contain information vital 
HypetCard s performance: 

■ The first five cards in the Home stack, called the Home cards, 
are designed to hold buttons chat take you to stacks. 



1^ 
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'VUii Scardi Paths cdid HyperOiid wlierc to fuid stadvi. 
applications^ and dociimcnrs that you use frequently. 

The User Preferences card lers you cusromize che way you 
interact with HyperCard. 



Tlk' ] IdiiiL^ lard^ aw 
Llc>r^iK'it liiltcjki 
builunh Uial Like yuu 
foyoLir sucks. 




TIk' Seurch Paths aal 
rclls HyperCard where lo 
look fordilTerem liles. 



lit' UslT l*ri;rL'ti.'iK'c,s 
card leis youcuMonttze 
the wiiy you mivtAa 
wiih Hy[3erC:jrd 



Figure I -9 The card.s in HyperCard's standard Home S[jck 



A Wariiiiig: HyperCard will not operate without a Hojne stack. 
Do nor delete the Home srack. A 

he Home cards if you haven t customized your standard Home stack, die first 
three Home cards (the first three cards in che stack) contain 
buttons diat take you to Ai the stacks that come with HyperCard — 
from collections of electronic art to special stack-building cools. 
In addition, the standard Home stack has two blank Home cards. 
Cx>lleaively, the Home c;ud-s provide a visLi;J directory for 
your stacks. 
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Krlp 



Picii/rtPmln 




[|it'c;trds in thf 
Him' ^uu k 



Gilfilir 



1 1 rmiXLt "il JuLc 



The buttons on 
the fir^i iliree 
Home carck i:»ke 
vtHi ihe suitks 
lh;U ajiiK' wiih 




Figure I'lO IV HrM ihra' Home cjnjs 



As you become more comfortable widi HyperCard, you cui make 
your Home cards even more useful by adding buirons rhar link 
your Home cards co your fovorire cards, stacks, and applications. 

^ SiTi/hn: • "CtiMiimi'/ing YoiiT Home Sml-L" in Ch,ipii^r2 
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'Ser levels ;mci Oplions You cm .ulfusi tlic scuin^s on ihr UstT Prcll-rcncL-s card Co 

L'lisronii/t' rht' wny you imt-nicr with HypcrCiiR!. Tcj gL't to the 
Uicr IVdLTt-ncL-s <jAvd, i\is\: go ro the Home .stack (i\ you'ie not 
already there) by choosing Home from the Go menu, or pressing 
' -H, Then click die User Preferences buccon. 



Setting your user level 

On the User Preferences card, dick the user level char marches whar 
you wane to do in HyperCard: 



Whenyuu click j 
Kight^r user level 



This ajlumn explains whar you can 



HDmE^facfc/U^erPriiprwiK 



Scriptini 




HjpsiCariillos 



DDr'i, trKkroupdi, sua itnki 
U (FtBif But IBM ind lifkfli LJDt 

1 Clir iTif 'sine [i>d]^ ig chnnsr 



l]iMi 

1 r»f cLLckiB>Dn)|, ViHiiDi lEpUrf 



□ rut IriPkfc 



iLiEh^ tal [IDE changt lNp> 



Click Ik- re eo 
name. 



-the jppesirynceul 
lie IJsi'i I'ldi'i^m L'^ 
card ctiLin^cs ui 
reEIecT your choice 



Un'tt\ PuihE 



Scripting 



Poinlii^ 



Typing 



kalLitiMtjirdi vul ilacki 

3 a)! lti»raiiiMD4]|i tDchsn?f ihr 

rifldi 



□ Tfit ^rm% 



I Fdt (licbinivilil ^DB Bull «rpl«ri 



Figure: I'll sSc-uin^ ytiur ust;r Iwl 
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The feimrt-s aviiilablc at rhe different user levels are cumul;iuve — 
[h:it is. each level gives you all the features from the previous levels, 
and alstj gives you additional capahilicies. For example, die features 
available at the Browsing level are also available ar the Typing level; 
the features available at die Browsing and Typing levels are also 
available at the Paindng level; and so on. The higher the user 
level you choose, the more you can do with HyperCard. 

Vou might want to set a low user level now and change ii lo a higlier 
one later, when you feel comfortable experimenting with more 
advanced features. You can change your user level at any time. 
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User level 
Browsing 



Typing 



Painting 



Authoring 



Scripting 



What you can do 

Open, cloic^ and browse tlirough stacks, scarcli 
for text, click buttons, move between stacks, save 
copies of stacks, and print the informaiion in 
Slacks. 

The same things you can do at Browsing level, 
plus [ypc and edit text in existing fields, iei the 
Text Arrows option on the User Preferences card 
in the Home stack (explained tn the next section), 
and jdd and delete cards. 

The same things you can do at Typing level, plus 
set stack protection, delete stacks, create graphics 
with the Paint tools in the Tools menu, edit 
graphics and patterns usitig che Paine, Options, 
atid Patterns menus (which appear when a Paint 
tool is selected}, move bctu'een the background 
layer and the card layer, and use the Power Keys 
{explained in "The Power Keys Option," later in 
this chapter). 

The same things you can do at Painrijig level, 
plus create, modify, and delete buttons, links, 
fields, cards, backgrounds, and stacks using the 
Button tool, the Field tool, and commands in the 
Objects menu. 

The same things you can do at Authoring level, 
plas write and edit scripts and use the Blind 
Typing option [explained in "The Blind Typing 
Oprion," later in this chapter). 
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The Hilt" ;inJ Ktlil 
mtnas you gee 

ItvuJ I'' I4jin\sin^ 
ur Typing. 



ThcHilL jnJ Iklii 
nlfnu^ ynu 
when y<Jiir iim't 

AuilKHinj!. or 
Scripling. 



new OtQCK... 


— 


Open Stock,,, 




Sa\/e a Copy... 




Page Setup-., 




Print Card 




Print... 




Quit HyperCard 
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Hew Stack... 


— 


Open Stack... 




Save a Copy... 




Compact Stock 




Protect Stack.. 




Delete Stock... 




Poge Setup... 




Print Cord 


6P 


Print... 




Quit HyperCard 


60 



Undo 
Paste 



6Z 

•ii; 



New Card 6N 
Delete Card 



Undo 


6Z 




iit 




liC 


Paste 


ciV 






Hew Card 


ciH 


Delete Card 




Cut Cord 




Copy Cord 






;iT 


Background 





Figure 1 -12 Shon and Full File and Edit menus 
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* User prefertntcei and stack protection: The tools and commands 
ynu hiivf ;ir your dlspn^:jl while you're usin^ a specific stack 
are determined by both the user level you set on your User 
Preferences card and the stack's user level (which is set in the 
Proteci Stiick dialog box). When a stack is sei lor a different user 
level than die one set on your User Preferences card, HyperCard 
uses the lower setting, means "closer to Browsing.") 

I^or intormation on setting and changing a stack's user level, 
see "Protecting Your Stack" in Chapter 2. 

Tht? 'IL'Xt Arrows optii)n 

Wlieu you click any user level button except Browsing on the 
User Preferences card, a check box labeled Text Arrows appears 
(see Figure 1-1 1), You select or deselect this opcion by clicking it. 

Wiien diis option is turned ofF, the arrow keys on the keyboard 
move you through cards in a srack; when this option is rurned on, 
the arrow keys move the insenion point through text — just as they 
do In most word processors. (The Message box is a place where you 
can type instructions to HyperCard. It's discussed in the section 
"Looking for Specific Text/' later in this chapter) 
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□ Text Arrows 



B y y E 



Hikes you [o ihe 
previous curci in 
tht' LuiTi-'nl sUik 



Takes you lo the 
ne^ ard in ihf 



Takes you b^ck 
rhrt>u^li t';trtls 
you've sirn 



Tikes you tomard 
ihrough tartls 
you ve r[.'vif\\t\) 



^Text Arrows 




Moves the 
insertion poini 
Idi user lexi 




Moves [he 
insertion poinl 
ti^hl <iviT leM 




Moves I he 
insertion potnT 
down dirouiih 
lines in -I field, 
or 10 ihe end o; 
dteline m [lie 
MessJ^ie bos 




Moves the 
insenion pnini 
up ihmit^h Idii's 
in;i held, ni [o 
[[if bf^mnin^ ol' 
tlie line in the 
HMeSh;i^e 



Figure i'13 The elTea of die Text Arrows opuon 
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WliL ii k'\i Airtjw.s i.s iiirricl uii, you nuiM pivss [Ik- Dpiion kty \n 
conibi nation wirh rhc mow keys to move rhrniigh cards in -.\ .stack: 



Tli^oEij tlie p Ffvk HIS a rd 
in [he currcnr slack 



To Roiothenexf card 
in ihu lurfL-nt -st;itk 



To go back ihmugh cards 
you've seen 



Ibgulbrward Ehrougli 
Girds you've reviewed 




Figure 1-14 Movingihroughcard.^ when The Texi Arrows option is turned on 
^ Srrt dlsu: • "Moving Around in a Scjck" in tlil-i diapter 
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Wlicii you click Paiiuiii^ (or .\ liij?,KLT user level) on the User 
i'referenccs card, a check box labeled Power Keys appears (see 
Fig^re 1-1 1). When die Power Keys option is turned on, you can 
use specific keys on [he keyboard ro make changes ro graphics — 
pressing a single key does rhe work ot choosing a menu conimimd 
rhiii allecrs rhe selected graphic (or rhe gniphic element youVe jusi 
crejied). You select or deiekci ihe Ptjwer Keys u[ni<)n by clicking it 

^ Seeiilit/: • "Usiii^ Piiwer Keys" in Chapter fi 



ThL" Blind Typing option 

When you click Scripting on the User Preferences card, a check 
labeled Blind Typing appears (see Figtue Ml). When this option is 
turned on, you can tj'pc in the Message box even when it's hidden 
(as long as the insertioEi point isn c in a field). Typing in the Mt^ssage 
box sends instrticcions ro HyperCard. 

You select or deselect the Blind Typing option by clicking it. When 
the Blind Typing option is ttirned ofF> you can type in the Message 
box only when you :^ce it on the screen. When this option is turned 
oil, Hypert^ard lieeps iKyiui try to rype in the Message box when 
iiV hiddeii- 

The Me-ss.ige box is discussed in the section "Looking for Specific 
Texi," laier in iliis diapicr. 

How HyperCard when you tell HyperCard to open a document, an applica[k>n. 
liiuls sUll'ks or a Mack — by cliLlving an iuni on one of die \ kune Lards> loi 

example— HvpcrC-ard :>earches for die file by first looking in die 
folder diat contains the current stack. Then it checks the Search 
Paths card in the Home stack (described next) lo see where else to 
look for the requested file. 

To see the SL-urh Paths earth first go ff> the Home stack (if you're 
not already there) by choosing Home from the Go menu or 
pressing " -H. Click the User Preferences button, and when d^e 
User Preferences card appears, click the Search Paths button. 

2^ CluiH^T I rsiniilfyix'ri'iittlSLkks 



A 



TKl' fnilowitig figure shows the Search Paths aird: 



l lypi-rtjrd tltKuiiiL'nLs or iipp!it-j[i<jn,s. The infomiaiion in these 
fii'kls hulps HvfiL-rCMRf find JiKiinifnis :ind upplicitinn.s ynu try 
111 ijp<.'n frniii wifhin f fVjX'ri .irj 



HyperCurd to look 
forMjiksinllK' 

folcItT StllL'ks 



HoiriPSlaci/SMrcli ?m 



Rtturn 



i> 



l-igure i - 1 5 WiicfL' I lypt^rCard l(X)b for stacks 

There are three fields on the Search Paths card that tell HyperCard 
where to look for files. Otie cells HyperCard where (in which 
folders) to look for stacks^ another tells it where to look for 
doL'iLments, and a third tells it where to look for applicatLuns. 
lo view L-ath field, elick die Lippropnate button on die Search Pnihs 
card, Tliese fields contain lisc;; search paths, or pathways through 
the folders on yonr disk, that HyperCard should follow to retrieve 
a stack, application, or docunicnc. 

If you ask HyperCard for a file it can't find (that is, one whose 
search path isn't recorded in the appropriate field on the Search 
l\itlis card). \\ displays a directory dialog box :md asks you where 
[he file is. (Figtire 1-7 shows a directory dialog box.) Use the 
directory didog box to locate the file. Once you've located the file, 
HyperCard notes the disk and folder (aiid subfolder, if nccessaiy) 
where the file is located, and records this information in the 
appri>priaTe field on the Search Paths card. The next time you ask 
for that file, HyperCard will know where to look tor it without 
having to ask you {unless youVe renamed it or changed the name 
of the disk or lolder that contains it). 
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Allliim^li I \ypc\< 'a\vi\ ii[kI.ul-s llit- Scircli Pailis Liirti lur you (lis \usi 
dt.'scribL'd). yuii am iidd search pyclis lo rhc card yourself. For 
exLiinpk-, if you move d stack into a folder named Old, Stacks widiln 
die Stacks folder, you can add the following line ro rhc Stacks field 
on [he Search Paths aird (so HyperCard will know where ro find 
die stack): 

tHardDisk: HyperCard: Stacks: Old -Stacks; 

To add a line co one of the Search Paths fields, just click and type. 
When you rena.mc a disk, folder, or file, you can change its name in 
the appropriate Search Paths field. Or, If you preter not to deal 
directly with these cards, you can always use the directory dialog 
box to help HyperCard locate the files you need. 

O Oamhmal housecU'iinwg: HyperCard keeps a search padi on ^ 
record until you erase it. It's a good idea to erase 'A search p:idi 
you no kTiiger use, to free that space on the Search Paths card 
and help Hy).ierCard search for files more efl-kiendy. To erase a 
search path, just drag to select it, then choose Clear from the 
Edit menu. 



GcUing [U llic Whik you're using HyperCard, you can get to the Home stack 
f lunif StUt'k hy doing any ot the fiillowing: 

■ Choose Home from the Go menu. 

■ Press ' -H (press and hold the ■ key while you press H 

for Home). ^ 

■ Click the button with a house icon, which appears in many 
stacks, or another button chat's linked to rhe Home stack, 

■ Choose Message from the Go menu (or press -M). type 

"[Ii^nie", and press Relurn. 

■ Choose Open Stack from the File menu (or press -O), and 
locue and open the Home stack tising the directory dialog box. 
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Opening lIHcI BccaLisc HyperC;ird automiiricaily (without ajiking) saves any 
Closin*^ St;iti\S ^'^■"^J^^*^ y^^' make to stacks as you work, it's a good idea to make 

sure you liavc a backup copy of a stack before you open ic. "I'har way> 
if you change the stack (intentionally or otherwise), you can always 
go back ro the original version. ('^Saving a Copy of a Stack" in 
Chapter 2 gives instructions for making a backup copy of a stack.) 



Opening a stack There are several different ways to open a stack: 



PicturePuzzler 




Pictur e Puzzler 



Cik'k a button ihji's linked lo the stack 
(if [hmMsMiLliy buEiun), 



ga to stock "PicturePuzzler" 



Choose Me.s^iayt froni Ehe Go menu lo 
open the Message box, wpe go to 
stAcK and ihe MJick's name (in qiioie^ij, 
and press tiie Return key. 



Hew Stock... 
Open Stock... c)0 
Sdue a Copy... 



Choose Open Stack Uom (he File menu 
jnd opi^n ihc si.uk 



Figure 1-16 (3|>t'nin^;! siat k 



About stack mmies: A stack name char you sec in the Finder or in 
a directory dialog box may differ from the name that appears on 
the HyperCard button that takes you to that stack. This is 
because the stack's name must follow the standard Apple liGS 
n.imiiij; rules fiir documcnis. whereas rhc- ruk-s for naming 
HypcrC^ard btirtons are more flexible. When you type in the 
Message box to open a stack, you must type the stack's name 
the way it appear.s in the Finder. ^ 
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When you double-click a stack's icon in the Finticr, Hypeillirii 
will launcli (and the stack will open) only ifyou have installed 
HyperCard correctly and have not subsequently moved .my of its 
files. For more information, see "HyperCard Icons and the Finder, ' 
earlier in this chapter. 

When you click a button or type in the Message box ro open a 
suck, HyperC^,;^rt! looks for the stack using rhe striitegy described in 
the section '^How HyperCard Finds Stacks/' eaHier in this chapter. 
If it cant find the stack, HyperCard displays the directory dialog 
box and asks you to tell ii where the stack is. (If [he stack is on a 
floppy disk, make stue diar disk is in one of your drives.) 

When you choose die Open Stack command, HyperCard ^ 
displays d directory dialog box and waits For you to tell it which ~ 
itack to open: 



L^oiclliesruck 
you wuni [oo|iL'n 
hy doiibJiHlkkini^ 
[ii (ip(.-n I'DidtT^i or 
vukmies \u tlih lisi 
Wlii'ii \iui iW- 

In 0[X.-[1 il 



Tins IS Lhf ckirifnL direciur^ k'vel \1 jlj 
c.\n SIX \\v: next hjgJicr It'vel in your disk 
dl^ecI^)r^' (if there Is one! by clicking 
here or pressing Esc, 



Ghottse a staclr: 
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□ Honp 

C2 StQCki 

□ Tour 



You can vitw ihe 
M)UimfsrIi;i[ .ire 
ajfrenllv^ivjibbk' 
[o utii] u>inpuier 
!fv dtckinii lierf 

kihkes, 



1-17 Opening a slack with the Open SUick conimynd 
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AltLT yoii dotiljlc-cliLk rlio stuck (orsclLV! it click Open). 
HypcK^aid closes rlic siack you are curreti[ly luoking iic and opens 
tlic jitack yon scL-ctctl. 

■ J 

Opening a stack prtJluclcd When you cell HyperCard to open a stack that's set for private 
willl a paSSWOIxi accci«, you see the following dialog box: 



OK jl [Cancel] 



Type the password 
here und dick OK- 



Figure 1-18 Opening a stack set for restricted access 

To open the stack, you must know the password and type it 
correcdy, character for character — except that capirali2acion doesn t 
matter. (As you cype, you will see asterisks, not the acaial letters you 
type.) Then click OK. If the password you type is incorrect. 
HyperCard tells you so Lind won t open the stack. 
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opening a locked .slack when yoii open a stack that's locked — for example, a stack for 

which "Can t modify stack" is selected in the Protect Stack dialog 
l>"x — n sm:ill |^;itlli(ck (a) ajipciirs in the menu l>i*r: 



IiIf Edit Go TeoK Objvclt 




UJhite Pelican 



iCi>iJD& Id IifIli lFih calch P'lgijlij, ^li|>p«ru 
li^h TJiftf hum coQDCOtivpJa, wruuntting 
fi&h In thtHntfr. 

Hh*n thru lioUh, »v lie ant hovr ng frgtJivr) 



o' nurtht^ in lAr norL^^rn Urtutil Staler and 



-SEilfk ir» kn'ki'tl— 

you on'i makt.in 



Figure 1-19 Workinj; with ;i k>cked slack 

You can use a locked stack and copy informadan from it, bur if you 
cry CO make any changes to it, the following dialog box appears: 




Figure 1'20 Try inii lo make changes to a protected slack 



Sceabo: • 'Trorectiiig Your Stack" in ChjipttT 2 



Ch:ipii:r j: Usin^ lly|XTC-ii\l Suicks 



Cln,siili; ii sKu k TIk iv ,mv iwi> wnys n> tluM' ;i Mjtlc 



(^uii I fypL-rC:irtl. Hy[K-rC;ird mivcs nny changes- ytiuVc madf to 
[lie ciirivni suck iK-lorc dosing i[ and qiiiiiiiig. 

Open another stack (Sec "Opening a Stack," earlier in this 
chapter. Uiv instructions.) HyperCard saves any changes you've 
made ro the current stack before closing ii and opening the 
other suiiik. 

Befiircyou close a stuck: It's a good idea to choose Compacc Slack 
from rhe File menu before you close a stack that you Ve chajiged 
significantly, l^hi.s rt.-aj rangL\s the current stack on the disk, 
removing any unused space so that it fits into the smallest 
possible space. The Compact Stack command is always visible 
when your user level is Painting (3) or higher. You can make it 
visible when your user level is Typing (2) by holding down the 
^ key while you pull down the File menu. * 
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Looking Onc of Hk- best ways co Icjrn about HyperCard is ro explore- 
thrOUSh Stticks ^^'^^ — including che stacks rhar come with HyperCard, and any 
^ (jrber sratLs you can find. (The Preface gives information about 

where you can get additiona] stacks.) 

Many stacks have a button you click to learn about the stack, 
h usually ioulcs like one of these: 




Figure 1 -2 1 Buiions you can click to get information about a stack 

-Stnck incnUS HyperCard allows stack developers ro customize rhe menus that 

appear with a stack. Therefore, you may encounter stacks that have 
one or mt>rc ol their owji menus. You see a stack's custom menus 
(if it has any) only when the stack is active. The Picrurc Puzzler 
stack and the Addresses stack are examples of stacks with their 
own menus. 

Customizing mentis requires a knowledge of HyperTalk and 
external commands (XCMDs), For informanon about customizing 
menus, see the Scripter s Tools stack. 



Dispkiying the menu Ixir If you use stacks other than die ones that come with HyperCard, 

you might encounter stacks in which die menu bar is hidden. Ib^ 
see the hidden menu bar> press the " key and the Space bar at tm 
same ume. To hide die menu bar again, press —Space bar again. 
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Moving UIOLinci in a stuck Muving around in HyperCard stacks — moving from card ro card, 

going to odier stacks, and so on — is called browsing. 

1 here are several ways Co browse through stacks: 

■ Choose commands from the Go menu (or type their '-key 
equivalents). 

■ Click icons on the Go paleue. 

■ Click buttons or text in die stack. 

■ Press nrrtjw keys <in the keyb(jard. 

■ Type commands in the Message box. 

■ Use the Find command to search for specific text. 

To browse through stacks by clicking buttons, you must first choose 
HyperCard s Browse tool (^). 



This IS the Browse 
UmjI Tsl' i[ for 
dick 111^ hunon>i 
Id hnmse 



m 












6 




/ 




1 1 


O 




o 




A 




a. 



Figure 1-22 Chtiosmg [he iirow^it: UxjI 

■ 

■:■ Gnu seethe Thols menuf If you cant see the menu bar. you can 
make ir appear by pressing ' —Space bar If you can see tine 
menu bar but not the Tools menu, you can make the Tools 
menu appear by changing your user level to Paintings Authoring, 
or Scripting. (For instructions^ see "User Levels and Options," 
earlier in this chapter.) 

The techniques for browsing are described in the sections that 
follown 
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LLsiiii^ unninands in llic G{) iiitrnu 



Yoii cMt MSf lilt" tnniimiuls in rhc Co iiK'nii tn Inofc ihmuj^li cards 
in the curre[ir stack, look for specific text> go to another stack, or go 
back through cards and stacks you Ve already seen. 



Go 



Back 


r 


Home 




Kelp 


5? 


Recent 




First 


dl 


Prev 


i2 


Next 


iZ 


Lost 


iN 


Find... 


&f 


Hessage 


clH 


Show Oil Cards 



Figure 1-23 TJje^Go nifnu 
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ConiiDniiit 


' " 'key 
equfvatem 


Whar (he command does 


Back 




Takes vou back to the !as[ card you saw. 






Takes you [o ihe HoniL' stuck, 


Help 


'_v 


Tjkcs vnu [n Help 


I^L^vnl 


'K 


Uis you ft^view u|) in ihe l;N IH cmtls yuLi vnv 


Fiisi 




Takes you lo ihc fir.si card in [he currenc s[ack. 


Pri-v 


1^2 


Tnkfs yoti to [he prcvinus card in the ciirrc^nr 
stack. 


Next 




Takes you lo ihe next card in the current ^tack. 




'^'A or ' --* 


T;Lkcs you to the last card in the curreni stack 


Ptiul 


*■ f 

• >r 


Lei-s you searcli for Npecilic ie\L 


Message 


C5-M 


Lets you navigate by t>'ping commands in Ehe 
Message box. 


Show A]] Cards 


(No key) 


Shows ycu all the cards in the sfack, one after 



ihe other. 



Prev versus Back: The Prev command cakes you to iJie pre\'ious 
card in the current stack; Back takes you to die cud you last 
k>(>ked :K. which tiiighc be in another stack. ■:■ 

The Back and Recent commands are explained in more derail in 
Looking Through Cards YouVe Seen," later in rhis chapter. 



The cards in a stiick arc arranged as it ihcy wert- looped on a ring. 
When yoLiVe looking at the last card in the stack, choosing Next 
Irom the Go menu takes you back to die first card in the stack. 
When you're looking at the first card, the Prev command takes 
vou To [he last card of the stack. 




Figure 1-24 Asiiick Lssiruaured like a circular card file 

I Lsint; the alternate Go menu and Go palette 

An alternace Go menu that contains icons Instead of words appears 
if you press and hold the key while you pull down the Go menu. 
I he icons are equiv;ilent tu die coniniands in the regular Go meniL 
You can choose any of these icons by dragging and releasing the % 
mouse button, the same way you choose a regtilar menu command. 

You cm also "tear off" the alternate Go menu (as shown in die 
following figure) to create a moveable Go palette that you can leave 
open while you work, so you have easy access to all the navigadon 
commands. To do this, hold down the ' key and drag down 
through the menu, past the bottom or beyond either side. 



Cliii|in.r \ IMntillyfX'rt.iRt Slinks 



Edit 







■7 



















Gtj |\ik"Uf by 
t'lickinji here. 






e 


■III 


IIIIISi' 

m 

















To move 
iht' p;ik'lit', 
Urj^ from 
[u'a-. 



"I'd k-yr off ihf aliLTmic Go menu, 
dnii; Ix-yunil llic Uxion^ or sidt' 
of die menu. 



Figure 1-25 Tearing otT [he alternate Go menu 



Click iiny icon lo 
thoijse lUi: tomnund 
il represents. 



Clicking an icon in the Go paJerre does rhe same thing as choosing 
[he corresponding command from the Go menu: 



Home 





<J5 




I 


|:::| 


Firsi — 
Prev 










Find _ 







ML'SSiJ^e 



IJtCL'ni 
Next 



Show Ml Cards 



Figure 1-26 llie Go palette 

Yovi can make the Go palette disappear by clicking its close box. 
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Clifkiiiji hiilloiis io mow LiRHind 

A Slack can have lors of different kinds orbuttons. Some buttons 
rake you to another place in the stack {or to another stack) when 
you click them. Other buttons malte things happen right where you 
are — a button might make a sound, make a message appear, or 
create an ititeresriiig visual effect. 

■:■ When' art' (be huttonsf You can find all the buttons on a card 
(except those that have been deliberately hidden) by holding 
down the ' and Option keys at the same time. Gray or colored 
rectangles appear around the buttons. 

Clicking buttons is one of the most effective ways to explore a stack- 
Here are some buttons that are commonly lised for moving arou^ 



m s 



tacks: 



card in t'ard in 
siiick -Slack 



Next Lasi 
card in card in 
stack ;^Iack 



Keturn Home 



Figure 1-27 Navi^aiing with bultons 



You click only once: One click is enough to make a HyperCard 
button work- — don t double-click it. When you double-dick a 
HyperCard button, someames HyperCard saves the second ^ 
click until another card appears. Then you might find you've 
accidentally clicked a button you didn t mean to click, * 
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In some stacks you can click text in fields co make things happen. 
For example, you can click a topic on the first card of ihe 
HyperCard Help stack to see a list of related subtopics, ;md 
then click one of the subtopics to go to a card that contains 
informadon about it. Clicking text can do the same lands of 
things that clicking buttons can do- 

Stacks thar take advantage of this feature of HyperCard will 
contain informarion about which text in the stack you might want 
(o click iUid why (.^licking texi will have in) cftcci unless the .staek 
includes a script thai tells HypeiCard what to do when a particular 
portion oi text is clicked. 

IJ.sinji [hi- amiw keys it) niovL- aiTumd 

You cari move from card to card by using the arrow keys on the 
keyboard. The way you use arrow keys to move around in a stack 
depends on whether the Text Arrows option is selected on the User 
Preferences card in your Home stack 

When the Text Arrows option is turned on, you must press the 
Option key along witli the arrow keys to move through cards. 
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When Tcxi Arrows When Text Arrow 

lb go . - , is turned on, prcs^ Is tunicrJ off, press 



To [lie previous card in [he 
currtni stuck 



airrtni siutk 



Uutk ihmugh ards you'vu 
seen 



Forward lEiroufiii cards 
you've reviewed 




Figure 1-28 Navigating with iirrowkeys 

^ Sef idsi/: • "The loti Arrows Option ' in this chapter 
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Going lo a spcctfic raal 



If you know ihe name, number, or ID of a specific card In a suck, 
you can go ro the card direcdy by using the Go command in die 
Message box. (You can use the Message box to send instnictions to 
HyperCard.) 

You can fmd die name, number, or ID of the current card by 
cboosing Card Info from the Objects menu. (To see the Objects 
menu, you must have your user levd set to Authoring or Scripdng. 
"User Levels and Opdons." eadier in this chapter gives instnictions 
for changing your user level.) 



Card Nme JJ[i^4'■UJ 



Curd IQ mh. Cardnudbfi 1 out of 1 
s 



Contains Pccrd fieldv 
Contains I ci]rd buttons. 

□ Don't Seorc^i 



[Script..] (CoLors..J |1 ^ OK J [CqnHl] 



Tlie ard's name 
The I'jrJ's niinihtT 
The t^-jril's ID 



Figure 1-29 Tlk' C:ird fnft) tlhilnp box 



To get to a specific card from any other card in the same 
stack (ur IroLii aiiodier stack, such as the Home stack), follow 
these steps: 

1 . Open the Message box (if it isn't already open). 
Choose Message from the Go menu, or press ~ -M. 

2. Type any of the following, substituting the name, number, or 
ID of the card you want to go to: 
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go to cord "card nnme" 



30 to card ^ 



90 to c[irdlD 1672N 



To lo ik- t;ird wiih Ihc 
spE'cifiw! nanie in ihe 
ninvnl s|;K'k 

Tt^so to the art! with rht' 
>pi.'f(fif(J numhiT m lIk- 



To 10 ilie ard with tlit 
.spirt. ifk'tl ID in Ik" t-iintnt 
s[;ii:k 



go to card "cord name" in stack "stack nome" 



To Ui tht^ oird with 
spLrifial niiniL- in llif 
specified suck (SpccLh 
ihi' suiLk name only whc?: 
ilic t'iirclyou warn M A 
h m antHiuT sinck > 



Figure 1-30 Gning [0,1 specilic card 
3. Press Return or Enter 

To hide the Message box, click its dose box or press ' -M iigain. 



Scvin.i; all ilk' cards in a suick 

You can take a quick look ar a stack by flipping through all of its 
cards quickly. The easier way fo do this is to choose Show Ail 
Cards from diL- Go nieniu But you can also use die Message box 
to flip through the cards in a stack. Follow these steps: 

L Open the Message box (if it isn t already open)» 

Choose Message from die Go menu, or press -Mh 

2. Type show all cards and press Return. 

HyperCard shows you all die stacks cards quickly, one after 
the other. 
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To hide the Message box. click its close box or press -M again. 

Ifyou want to stop flipping ihroLigh the cards, cither press th(_' 
I mouse burton or press 3-- (C-period). (This will also stop the 

action if yoti choose Show All Cards from the Go nienti.) 

Son^e stacks have a button you can dick to see all the cards. It 
usually looks something like this: 



Figure 1-31 A buiion for flipping ihrijugh Lhe liirds in j stack 

Looking for specific text You can also move aromid in a stack by asking HyperCard to find 

specific field text. This makes it easy to find just the iniormadon 
you need in a stack — no matter how large the stack is. 

Wheri HyperCard searches for specific text that you've asked it to 
find, it pays no attention to case or to diacritical marks: 'apple 
Computer," "apple computer," and "Apple Computer" are all 
aiasidcrcd the same. 

You can search an entire stack for the text you want, or search only 
in a specific background field. 

Finding tlekl text anywhere in a stack 

^ 1 . Choose Find from the Go menu, or press ' -F. 

HyperCard displays the Message box with the Find command 
in it: 



Find T 



The instrtion poini 



rigure 1-32 Searching ibr lexi 
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2. Type the text you want to find. 

M:ikt"Siirc rlic r-m you wajil Ui finti is hcrwLvn tlic quotiuion 
marb ihat appear after the word "Find" in the Message box. 

3. Press the Return key or the Enter key 

HyperCard displays die first card containing a word or words 
that begin with the specified text. (It looks tor the first card with 
a field that contains everything between the quotation marks, 
even if the words are in a different order or in different fields). 
HyperCard puts a box around the first word that starts with 
the texi you're looking for. 

If HyperCard can't find the text, it beeps. If this happens, chec!^ 
the text in die Message box for typos and spelling errors. " 

4. If you want to find the next occurrence of the same text, press 
Return or Enter again. 

You can repeat this step as many dmes as you like to find 
additional occurrences of the same text. 

To stop a search in progress, press 7^'-, {" -period). 

<■ Note: HyperCard won t look for text in fields for which the 
option Don't Search is selected in the Fidd Info dialog box. 
Ii will also exclude from the search all fields that belong to 
backgrounds for which the Don t Search oprion is selected in 
the Rkgnd Info dialog box, and nil fields on cards for which 
Don t Search selected in die Card Info diiiiog box. •> ^ 

Once you're through with the Message box, you can close it by 
clicking [he close box in its upper-left corner. The next rime you 
choose Find, the Message box reappears with the Find command 
in it — and the last text you typed berwecn the quotation marks Is 
selected. You can search for the same text again by pressing Return 
or Enter. To search for different text, just type the text you want to 
find and press Return or F.nicr, 
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^ To speed your search: If youVe looking for specific text in a verv 
large sr.ick. ir's best to give HyperCard a l;it^e enough portion of 
the target text to distinguish it from other text in the stack's 
fields. This prevents HyperCard from displaying cards thar don't 
actually have the text you're trying to find, HyperCard finds text 
faster when you specify the target rexi in strings of three 
characters or more, not counting spaces. 



Findinf^ text in a specific backjiroiind Held 

If you want to search for text only in a specific background field, 
you need to know the name, number, or ID of the field. To find 
out a field's name, number, or ID» first choose die Field tool from 
the Tools menu, and then double-click the field. (You most have 
your user level set ro Authoring or Scripting.) 



Field Nne: 



Bkond held nuiUr: 1 fikgnd field ID: >j 



□ fluta Tab 
a Don't SiflfCh 
D Shored Tpjii 



□ ShowUnn 

□ Wide Morains 



[script...] [Colara...] 



DK 



The field's name 
Tlie field's ID 

The field's number 



Fig;urc 1-33 Finding oui a field's name and number 



To search for rext only in a specific background field, follow 
diese steps: 

1 . Choose Find from the Go menu, or press " -E 

2. Type the text you want to find, 

3- Click after the last quoUtion mark in the Message box. 
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4. Type a space, then type in background field and the 
name (in quotes), number, or ID of the field in which you 
want to search. 

If yoiL type rhc field mime, enclose it in quores. 



Find "Hong Kong" in background field "Heodqiorters' 



Figure 1-34 Scnrchinjjfnrteia in ;i specific field 

5. Press the Return key or the Enter key. 

HyperCard displays the first card containing a word (or word^^ 
in the specified background field that begins with die specified 
texr, and puts a box around that word. 

If HyperCard cant find die text, it beeps. If this happens, check 
the text in the Message box tor rypos and spelling errors, 

6. To find the next occurrence of the same text, press Return or 
Enter again. 

You can repeat this step iis many times as you like ro sec 
additional occurrences of the same text. 

To stop a search in progress, press 'i-, ( C-period). 

Niftf: HypcjCaid won't look for text iji fields tor wliich the ^ 
option Don't Search is selected in the Field Info dialog box. " 
Tr will iUso exclude from the search all fields that belong to 
backgrounds for which the Don t Search option is selected in 
the Bkgnd Info dialog box, and all fields on cards for which 
Dont Se;irch is selected in the Card Info dialog box. 

Finding a whole wtircl or phrase 

To search for a specific whule word or phrase in any field in a stack, 
follow these steps: 
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1. Press -Shift-R 

I Ir' Mcssiigc box appears witli the I'uiil Wlu»k- coniniaiid in it: 



T^niiiiiiiiiiiiiiiifi!i »^ 
find whole 



Figure 1-35 Sciiahin^ \ur :\ whuiu wurti or phrjst' 

2. Type the word or phrase you want to find. 

3, Press the Return key or the Enter key. 

For the Find ^)/hole command ro find a match, all the characters 
nuLst be in the same fidd on a card, and rhty musr be in the same 
consecudvc order as they appear between the quotation marks. 
For example, 

Find Whole "Apple Computer" 

tells HyperCard ro find cards chat have the phrase ''Apple 
Computer" in a field — it won t find "Apple Compurers" or 
"This apple is a computer." (The Find command without Whole 
would find matches for all three cases.) 

Find Wliolc won t stop on cards chat have only partial matches. For 
example, 

Wtiule "Ed" 

wont find "Bdward." 

To stop a search m progress, press -. ( -period) 

As with Find, you can use Find Whole to search for text in a 
specific background field (as described in the previous section). 

I hf Hyper Hilk Help stack describes other ways to search for text in 
backi;nnuid Hclds. inckidint- searching for a spc^cific string (that is. a 
spt:cific sequence ol characters, regardless of word breaks) and for 
individual characters- 
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Moving from one stuck You can move easily from one sEaclt to anodier using any of the 
to antJlher foUowing reclmiques: 

■ Click a bucron chat s linked to the stack (if there is such 
a button). 

■ Choose Message from the Go menu, type qc ''smk Jiatne", 
and press Return, (Replace stack numewlih the name oi 

the stack.) 

■ Choose Open Stack from the File menu and use the directory 
dialog box to locate and open the stack. 

■ If the stack is represented by a buuon on one of the Home cards, 
you can press ' ' -H to go to the Home stack, d^en go to die 
Home card that contains the stack's button and click die buttM 



Looking thnai^^h As you go from card to card and stack to stack HyperCard 
CLU'ds yoifvc visited automatically keeps a record of where you've been. Wlien you want 

to back up and review the cards you Ve visited, you can do either of 
the following: 

m Choose Back from t!ie Go menu, or press Tilde (-} or Esc, to 
go ro the last aird you visited, no matter what stack ir s in. To 
coiuinue reir;icing your sfep.s. choose liack (or press 1 ilde or 
Esc) again. You can review up to die last 1 00 cards you visited, 
in the reverse of the order in which you viewed them. 

If the TiUt' kty doesut take you back: Chiinccs are you have 
one of the Paine rods selected. White youVe working widi 
the Paint tools, press ' -Tilde to go back to the last card you 
visited. {Pressing Tilde alone while using a Pain[ tool undoes 
your last action,) 

After you review the cards, you can press the Up Arrow key to 
come forward again through the reviewed cards (or press 
Optioti-Up Arrow, if Text Arrows is selected on your User 
Preferences card). 
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Choose Recent from the Go menu to see miniature versions of 
the cards you've visited most recently — up to che last 18 cards 
you looked at [as sliown in the following Hgure). A card 
miniarure appears just once, even if youVc visited the card more 
[liaji once. Click a miniature and then click OK (or double-click 
a miniacure) lo go to che card it represents: 



Dijubjt-dick uny minliiiuft^ to go 
to rhc card i! rL'prt'wnjLs. 




This js ihe card you were looking at 
when you chose Rcceni, 



Figure 1-36 Using Recent lo go hack to cards you^ve visited 



To return to the card you were looking at when you chose 
Recent, double-click the miniature that has a box around ir, 
press Return, or click OK, 
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Rerurnini; i luniL- Nu mnciLT where you arc in HyperCard, you can always gee back lo 

The Home stack. Here are four ways to do it: 




frdni ihe Go 



Press '-H, 




Click any buLum 

icon, <ir;(rn)[hL'r 
hulKin ilui ^ 
linkuil In ;ht' 
llumfslik'k. 



Go "Home" 



IVom [lit: Go 
niL^nu. ivpt 

ancl press 



Figure 1-37 Heruining lo die Home sack ^ 

When you return to the standard Home stack (the one that comes 
with HyperCard) using any of these methods, you return ro che 
Home card you visited most recendy — that is. the last Home card 
you saw the last time you were in the stack. 

You can also go Home by choosing Open Stack from the File menu 
and using the directory dialog box to locate and open the Home 
stack. This method always brings you to the first Home card, 
regardless of which Home card you visited most rcccndy. 



Entering text The most common way to add text to a card is by typing into ficl^ 

<■ Check your ttser level: To type and edit text in stacks, you must 
have your user level set ro Typing (2) or a higher level If you 
need insEructions for changing your tiser level, see '*User Levels 
and Options," earlier in this chapter. <• 
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If your user level is Painring (3) or higher, you must choose rhc 
Browse tool (^} from rhe Tools menu (if ir isn't ahcady selecred) 
betbre you can type text in fields. 



Chaise [his tool 
[oType texi in 
ndols... 



Tools 



---nut ihJs i<>t>l 
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Figure 1 -38 Chotising the Browse tool 



When your user level is Typing (or higher), die Browse cool 
becomes an I-beam (I ) when you move it over a field you can 
type in: 




The I-beam pointer over 
an editable lexc field. 



Figure 1 -39 The M^eam poinELT for typing and ediLin^ lejsi 

To enter text in a field, just move the I-beam over the field, click in 
the field, and type. You edit field text in HyperCard the same way 
you edit any Apple IIgs text — you can click anywhere in the field 
and begin typing, or drag to select text for copying, pasnng, 
deleting, or replacing. 
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li) fix lypini;, mistake/^ while yuu'rc editing text in a field, do one of 
the fnllowinj;: 

■ Press the Delere key ro delete charaaers to die left of che 
insertion [loini, one charterer at a time. 

■ Drag the I-beam over che incorrect text to select it. and then 
retype or delete it. 

While you're editing text in a field, choosing Undo undoes liII die 
changes you've made since che last dme you clicked in the field to 
edit. Therefore it s not a good idea to use Undo to fix typing 
mistalccs, unless you want to recypc cvctything youVe typed since 
you last clicked in the field. To fix editing mistakes, ir's better to use 
che Delece key> or selecc che incorrect text and retype or delere ic. ^ 
To save the changes in a field {so chat Undo can c undo them). cliLk 
anywhere outside die field. 



Opening You can launch an application from HyperCard by follov^ing 

applications ^^^^"^p^^ 

I. Open the Message box (if it isnt already open) 

Choose Message from che Go menu, or press -M. 

2» Type one of the following messages in the Message box, 
substituting the names of the application and document you 
want CO open: 



open "appiicQtian" 



This LiundiL'?! iIk" 



-- speiiilktlappliLiiiiiin. 



Thi^ buncht's ihi' 

sptfcifitd iipplicaiion 

open "document" with "application" ^nd opens [he 

- -— spL^-mec! ucKTumt-ni 



Figure 1 -40 Opening ilii applkaiion 



3- Press Return or Enter, 

4, If Hy|^>ei-Card displays the directory dialog box and asks you 
where one of these files is> use the dialog box to locate and 
open the file. 

When you quit the application you've opened, you return to the 
card in HyperCard from which you launched tiie application. 

You might encounter stacks with buttom that launch applicarions. 
When you launch an application by clicking one of these butrons 
on a Gird, you return to the same card in HyperCard after you quit 
the applicaiioji. 

^ SteaLo: • "* Customizing Your Homi? Slack" in Chapter 2 



Getting help 111 While youVe working in HyperCard, you can always get immediate 
p^ypgj-^'jj-^j assistance from the HyperCard Help or HyperTalk Help stacks. 

I hcse stacks provide the following types of information: 

■ HyperCard Help covers HyperCard tasks through the 
Authoring level. 

■ HyperTalk Help provides reference ;uid conceptual information 
about HyperTalk, HyperCard s script langtiage, (For 
information about how you might want to use HyperTalk, 

sec the I lypcr'IidL' Bcginnvr 's Gukle.) 

There are several ways to get to the HyperCard Help stack: 

■ Choose He!p from the Go menu. 

■ Press '-?- 

■ Type Help in the Mess^e box and press Return. 

■ Click the Help icon on the Home card called Welcome {in 
the standard Hume stack). 
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Once you Vc opened rhe HyperCard Help stack, it shows you how 
tn find i[k" inf{^rru.ui(in yon uccd. 

If you need help using HyperTalk, click the HyperTalk burton at 
the bottom of any card in the HyperCard Help stack to go to the 
HyperTalk Help stack. 

Although there s some ovedap between the material covered in this 
book and the informarion in rhe HyperCard Help stack* these two 
sources of information give different kinds of help: 

■ This book gives more details on some topics than the 
HyperCard Help stack does. Turn to thii book when you need 
a more thorough discussion of a topic. To find information 
quickly in this book, look up the subject in the Index ^ 
or Contents. 

■ The HyperCard Help stack provides immediate assistance on 
your computer's screen and gives concise instructions for rasks. 
You can use HyperCard Help when you Ve forgotten some 
procedure you read about in this book, or when you wan: a 
quick overview of a feature that's unfemiliar to you. The 
HyperCard Help stack uses HyperCard's features to explain 
HyperCard and provides an excellent example of whar 

l lyperCard can do. 
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Using tl SUick IfyourAppIc h pan of a network chac include AppleShare file 
on Q file sender ^^^^^^ y^^^ HyperCard stacb scored on file server vokimes. 

However, yon need to be aware of" the folio wing considerations 
when you use stacks on a file server: 

■ As with any file on a file server, you must have the appropriate 
access priviit^es to use the stack. For information abour access 
privileges, consult your network administrator, 

■ If" the stack is on a locked medium — a locked disk, a CD-ROM, 
or a locked folder on the file server — or if it's locked in the 
Finder (that is, if its lacked opnon is selected in the Icon Inft) 
dialog box), any number of network users can use the stack at 
the same time. However, no one can make changes to the stack, 

■ When a stack is unlocked on a file server, only one person can 
use it at a iime. This user can make changes to the stack, but 
others cmnoi open the stack while it's in use. 

The AppleShare network software uses a lot of your computer's 
nindom-access memory (RAM), which means there is less memory 
available for HyperCard to use. Depending on how much RAM 
you have installed in your computer (and on several other factors, 
such as the number of desk accessories installed in your system), you 
may find that HyperCard behaves in unexpected ways while youVc 
using the Paint tools or playing complex sounds. For more 
information about such symptoms and what to do about them, see 
''HyperCard and Your Computer's Memory/' eariier in this chapter. 
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Using a stack You ciii use any HyperCard sracks you have on a CD-ROM 
Qj-j .J (^f^-I^QM ('^f^Tip^ci disc) jusr as you would other stacks. However, changes 

you make to a stack on a CD-ROM won't be saved. If you want 
your changes saved as you work, be sure to copy the stack co an 
unlocked disk and open the stack from the urilocked disk. 

It s best not to run HyperCard itself from a CD-ROM (or from 
any other locked medium), or use a Home stack that*;; on a locked 
disk. Although you ain't damage anything by doing diis. you might 
encounter some annoying problems, like die following: 

■ U your Home stack is on a locked disk, HyperCard can t update 
the Home stack's Search E*aths card when you tell ii where to 
find stacks via the directory dialog box. Therelore, it never learns 
where your stacks are and has lo keep asking you to locate stacl^ 
when you want to open liiem. 

■ When you're running HyperCard from a locked disk and you 
launch an application. HyperCard returns you to the first card of 
the Home stack when you quit the application, instead of rhe 
card from which you launched the application. This is because 
HyperCard can't mark your place when you leave, as it would if 
it were on an unlocked disk. 



Quitting HyperCard To qijir HyperCard, choose Qulr HyperCard from d^e Fil 

or press -Q. 



e menu, 



HyperCard doesn't ask whechcr you want to save changes, because 
ir saves your information aucomacically as you work. 



File ^^^^H 


Hew Stack,.. 




Open Stack- 




Save a Coptf... 




Compoct Stock 




Protect Stack. 




Delete Stack... 




Page Setup,.. 




Print Card 




Print.., 






Quit HyperCard 





Figure l-4l Quitting HyperCard 
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Creating and 
Modifying Stacks 



Chapter 2 



T 

Xhis chapter provides examples of the kinds of stacks yoLi can 
create, tips for modifying existing stacks, and instructions for 
creating a new stack- This chapter also describes how to customize 
the standard Home stack that comes widi HyperCard, 

To do the tasks in this chapter, you must have your user level set 
to Authoring or higher. For a few of the tasks, your user level must 
be set to Scripcing. When a task requires the Scripting level, the 
instructions say so. (For instructions on setting your user level, 
see 'XJser Levels and Options" in Chaptt^r 1 ). 
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Creating stacks Onci^ youVe learned to gee around in HyperCard, you can begin 

tliinkinj; abom [he kinds ofstacks ytnL might wiUH ro ercare. You 
don't need any programming experience to create scacks. Using 
HyperCard's tools, you can combine text, graphics, ai^d numbers 
according ro your own specific needs; ajid you can add buttons to 
link related pieces of information. 

Figures 2-1 through 2-5 show cards from stacks people have created 
with HyperCard. These cards give you an idea ot the kinds ot stacks 
you can build: 



This bultun tiki In 
thephimenLimIxT 



phonu number information here. 




You can click [hcsc 
buttons to Icjok for 
inlbmiJiiun or m 
jtid or tickle 
, cards 



Thli button 
ukcs you 10 the 
Home stack. 



Thi,s ]jullon 
gives you 
inrnrm:iii(ni 
about dit^ slack. 



This hiitton 
lakes you tii 
iht' Cik'tiiLir 
stack. 



Figure 2-1 A slack that helps you keep track of phone numbers and addresses 
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You can type _ 
informal ion nlxmi [he 
culabg iieni iiere. 



[u lilt Home i>tack. 




The nunRMii ihf 



A piciurc of The 



PN 456-fl SDrocket 



jruuilj a fctcjelw -jyeclfioii:; 
bJ Jl-fj*ri liDrdH. 



lUilictirH ii BTFr il tifJirnt 





TTiis huHonI [This burton I This burton 

iLikes you lo [akes you to lakes you [o 

the previous the nexi card the las[ card 

ard in [his in this stack, you saw. 
stack. 



Figure 2-2 A Slack that catalogs information about bicycle pam 



This bLiicon allows you to 
find lime zone infonnation 
^buui a country by (ypinjj its 
name inadialoglx>x. 

This bunon allows you lo 
specify your own location and . 
other infonnaiion needed to 
calibrate ilie stack. 

Thisbuiron liike^ yim. 
[u the lluiiie slack. 



YoLf can click any country shown on this map to see information 
about the time zone(s) and Cdrrm iime(s) for thai country. 




Figure 2-3 A stack thai pnjvides infonnaiion aboui lirne zone.s 
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The.se hution.s [;ike you forward and back 



This fjuiion prims 



ihidu^h ilii- pans oriJic^urft^m kTiSon. umviu kvjui. 



Theiexi for each part of. 
a lesson appears here. 



This area is used for 
illustralions or-^sa 
works|>;ice. 

This hiiTton siiows 



Wolfing with stads 11-4-^0 
Protecting Stacks - Protected Stacks 



Jt^Lf zia be [prafii^i^tb ^v^rid {Afferent yjits'- 

I diik miy be.lotteff w^^^ 

s^iUlijiw ,(m_tiit_t^^ M^.rHr —— 



! 



DlIv<iniL*a 
|niFiB<diDlr 



rhisdi&k 
is write- 
prDtect«l, 

I Introduction 



m dull is 
Bflt write- 
pro tHtHj, 



TluN IniiUlU lakes 
yi^u l)ack Uj iht 
current les.son 
frum any other 
pan of lliesuick. 



Tlib tHJlUin 
provides 
infonnaiion fcr 
ilie icacher 
about the 
airreni lesson. 



TJiih limiun 
lakes you lu 
a glossary, 



Tlii.s ifkliLMicN itii- 
turreni lessons 
tlifficulry. 

This button allows 
ym torn' the 
lethniqLies [aught 
in llie current 
les.son. 

Tlii^ hution iians 
a demonMrtiEion. 

This hulion lakts 
you loan index ol 
kev words and 
relaEed jesyjns 



Figure 2-4 A scick dial leaches schoolchildren how lo use HyperQrd 



You cart type ialormation _ 
about Lhe record here- 



Hock 



nitTlST 



RECORD 
CQLLECTIllW 



TTTLf 



HDTES 



I Blufpnnt lQi IrDublt mO 
Z. rnlDllijErfai 1.1% 

U Tfllk toiuinfrfnch 2:^^ 



Sort 



Qboul (his Slack 



This hulion takes you 
lo ihe previous card in 
this stack. 



ThishuiKJn takes 
you tu [he next 
card in this stack, 



You an 
use these 
liullons to 
organize and ^ 
work w ith 
the ^lack 

This buuon takes 
yon [0 the Home 
stuck. 



Figure 2-5 A stack ihai catalogs a record colleaion 
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The scacki that come with HyperCard arc examples of the kinds of 
stacks you caji create with HyperCard. You can explore these stacks 
to find out how thty work by using die leduiiques described in die 
section "Examining a Stack," later in this chapter. 

The way a stack works is determined by its scripts, which contain 
instructions diat tell the pares of the stack what to do. The 
instructions are written in HyperTalk. HyperCard's English-iike 
programming langu^e. However, you dont need to kjiow 
HyperTalk to create scripts. For example, you can link a burton 
to another card without wrinng a word of H)'perTalk. The button 
will contain a script that tells HyperCard which card to go to — bui 
you don t have to know anything about how the script works to 
make the button act the way you want it to. 

If you decide you want to learn how HyperTalk scripts work, go 
through the exercises in the HyperTalk Be^njin 's Guide. 



The card layer versus when you look at a card, what you see is a composite of two 
the backgrOLintl layer layers — a foreground layer, called the card Liyer, and a backgound 

Ljycr. Both layers can contain text, buttons, and graphics. You see 
the elements of both layers when you look at a card, as if the card 
layer were a transparent layer in front of the background. 




Figure 2-6 The [xii:kgrouiid layer iind the card byer 

Any number of cards can share the same background. Each ^ 
background serves as a ceiTiplare for the cards that .share it. The 
elements in a background (that is. the buttons, text, and graphics) 
appear in the same location on all the cards associated with rh^it 
background. If you want a button, field or graphic to appear on 2 
number of cards, you put it in the background layer. Together, the 
elements in a background give 2 similar appearance and function to 
the cards that share the background. 

You can see jusr the elements that are in the current background 
by pressing -B tn go 10 the background layer, (1 his is equivalent 
[o choosing Backgroimci from the Edit menu.) Pressing -B 
lepeatedlv moves you back and forth between the card layer and 
the background layer. J 
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Vtlit ii yuli'a' III llic Inii'kjinjiiiul Uy\:i'. 
you sLvjuM lIu dt rik-jUMli;!! .irtMniln- 
background— ihi? elenieni^. in [lie c;ird 
layer disappear [emporarily. 



When y^ju'ri-'in 
ihf haL-kymund 
hycT. ihf woni 

appeal's in [he 
ini'Mif kir 



Figure 2-7 The background layer 



The elements in the card layer appear only on rhar card: 



TliiJ (cxl (.hanpes fram card to tard— it's pan of the card 




The Other eienienis appear on all the cards— lhc>^'re in the background layer 



Figure 2-8 background elements versus card elemcnis 
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Whal IXJttOIlS, fields, The dements you add lo the cards and backgrounds of a stack 
unci graphics can do determine how people will use rhe stack, 

for your slacks ^ you can add bucions. which are rectangular "hot spots" you click 

to make things happen. Buttons often link related information, 
Wlien you click a button that's linked to another card or stack, 
that card or stack immediately appears. The ability to link 
information with buttons creates all kinds ot interesting 
possibilities, such as stacb that teach, stacks diat let yuu play 
a game, and stacks that present a report or a story. 

In addition to linking information, buttons can also play songs, 
launch applications, perform calculadons, contro! videodisc 
players, and much, much more, 

■ To put text on cards and bacl^rounds, you can add text fields.^ 
Yon can set the style of the text in a field by choosing from a 
variety of type styles. You edit the text in a field just as you 
would in any Apple IIcs word-processing program. You can also 
search for specific text in background fields. 

■ Graphics can enhance the visual appeal of a stack and help 
commimicate its purpose. You can add pictures, charts, 
drawings, and other graphics to stacks. Draw them yourself, 
copy them from the stacb that come with HyperCard (or from 
graphics applications), or scan diem in. 



CliuplCT 2' Crojiin^J and Mtiditymii SlA^:k!^ 




I'igurc 2-9 i:\iiiiipJcN r?l' b\\[[m\ Ik'lils, :ind jjrjphns ui li M:it.k 



HyperCard comes widi stacks that contain readymade burtons 
and graphics rhat you can copy and paste into your stacks. The 
readyinade burtons contain pre-programmed scripts ihar can make 
your stacks more useful. You don't need to know HyperTalk to 
make these buttons work — you just need to understand what ihey 
do. so that you can use them appropriately in your stacks. 

You can combine buttons, fields, and graphics in any number of 
ways to creare a stack thai looks and works thf way you want it to. 
Chapters 4, 5i and 6 give detailed instructions for adding buttons, 
fields, and graphics. 



CliajXer 2; Creeling and Motlilying Slacks 



67 



Usin^ HypLTCurLl .s luul^ 'lb create and work with buttons, text, and graphics in stacb. you 

Lisc the cooli in the Tools menu. You can have only one tool selected 
at a timci and one tool is always selected wliilc you're using 
HyperCard. 
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^TIk' I'^iiu lools 



Figure 2-10 I lypcrCard's tools 

The Tools menu appears when your user level is Painting, 
Authoring, or Scripting. 

The Tools menu contains the General tooL^ and die Paint took as 
shown in Figure 2-10. The General tools for browsing, lext 
editing, and working wich buctons and fields. The Paint tools are for 
creating and editing picmres. If you Ve used an Apple IIcs paint 
program, you know more or less how the Paine tools work. In most 
cases, you choose the Paint tool, dien drag to make ir work. (The 
Paint Text too! is an exception. To make it work, you first choose it, 
then click and type.) 4 
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You can *'te-ir ofF' the Tools menu (as shown in the following 
figure) to create a movable Tools palrtte. To do this, drag down 
ihrougli die menu, pa;it rhe bottom or beyond either side. 



Go 
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You can dose [hL- Tools 
p:i]etlfhy ditiiag here. 

To move [he 
p:tletie, dr-ig 
IrrniJ here. 




To [earoiTtheTooli menu, drag beyond Click any tool 
[he IxMEoin or side of ihe menu, lo dioose i[. 



Figure 2-12 Tearingoffihe Tools menu 



* A shortcut: You cin make a Tools palette appear or disappear 
quickly by pressing Option-Tab. * 

To choose any tool in the Tools palene> just click it. (Depending on 
the tool you select, ibe shape of the pointer mi£;lu cliange.) 1 be 
Tools palette remains visible on your screen until you click its close" 
box. or until you press Option-Tab lo make rhe piilene disappear. 
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Even if yoLi \r,ivc the Tools palette open, you can still choose a tool 
from the Tools menu (in the menu bar) — the palette refleas your 
maui choice. It's a goiKl idcii (o leave [he "Uxils palcue upeii while 
you're working on a stack, so you can see which tool is selected. 

When you choose one of the P.iinc tools, three new menus appear: 
Piiint, Options, and Patterns. (These menus are described in 
Chapter 6.) I'he Objects menu disappears while youVe using a 
Paint tool It reappears (and the Paint, Options, and Patterns menus 
all go away again) when you choose any of the General tools. 



Seleaed Piiini ifHJl 



I'iiese It Tree nicnu.s appi-iir wlien 
ycu have one of the Parn[ tools 
selected, 
I 1 1 



hit Edit So Toot^ Pmrt Optioi^ Pgii^rn^ 



H(une Siect / Desfcsel 




User Name 




Cal»ndar 



FigurL" 2- (3 Mrnifs lh;il ;itrnmpyny ihe Riint totils 



Chapters 4, 5, and 6 give specific instructions for using 
HyperCard's tools to create buttons, fields^ and graphics, 
respectively 
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Selecting hutrons, ficlcis. To select ;md work with the different HyperCard elcmcncs — 

lliul gniphics burrnas. fields, and graphics — you need to use different rook And 
you select jjid niaiiipuljie one clcmeni ai a lijiic. You uui i seleci 
multiple elements. 

To select ^ button, choose the Button too! (q) from the Tools 
menu and dick the burton: 



Choose ilitf 
BmionTtMil-,,. 



Tools 



. . . Ljnd then ck'k 



I 

m 



1 




Helcome 



Deskset 



\Vhfn;i \mm 
is seleaed, iE'> 
surrounded l)y 
a moving 
dashed line. 



Figure 2-l4 Seleciin^i j hution 



Whether the button is in the bacl^round layer or the caid layer, 
you c;jn ;ielLx:t it from the card layer. When the button is selected, 
it's surrounded by a moving dashed line. 
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To select ,i field, choose the Field tool (□) from the Tools menu and 
click the field: 



FifklltKil 




. ..und rhcn ditk 
itiL" tii:ld [u select ii. 

Zip Code I 

HIIIIBIIIIIBIIIIiailtBIIIIBmiVlll 

^[e|ephoneJ 



896^7 



555-9037 



When ;i field is selected^ 
it's surrounded by a 
moving dashed line. 



Figure 2- 1 5 ^ek'tlinji :t field 



Wliedier the field is in the background layer or the card layer, 
you can select it from the card layer. When the field is selected, 
ic's -iurrounded by a moving dashed line. 
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I here are many difFcrcnc ways to select a graphic. Generally, you 
choose eicher rhe Selecrion cool (7.]) or rhe Lasso (f^) from the Tools 
mL-mi and dni^ to selccL the graphic: 

and ihen dnig 
cliajionLiIly witli the 

Si'lectitin tcjol Or dra^ :imuncl the 

Ironi line . /iiLiplik with Ihe L.isso. 



Choose [he 
Sefeaiun lool 
or the UsAt) , - , 




, lohertf, 



^ S/^eirlso: • '\Seieciing a Graphic" in Chapter 6 
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Planning a slack Before you begin building a stack, you should have a dear idea 

of who will use the stack and what you want the stack to do. 
Knowing your audience and the scope of your stack can help you 
* ' ' ' make decisions about the design of your stack — both before you 

Starr and whiie you're building it. 

If you expect your stack to be used by odier pcople> make sure you 
know what they will use your stack for, and in what coniexi. Find 
out what your users already know, how much experience diey have 
v/'ixh computers and HyperCard, and what their reading level and 
attention span might be. 

An understanding of the stack s users can help you decide how to 
present the information in the stack, how much text and how many 
graphics to use, and how to structure the stack. For example, a stack 
ter teaching children geography skills might require lots of pictures, 
a simple and consistent way to navigate through information, and 
hecjuent reinforcement. Depending on your stack's subject marcer, 
you can choose from a variety of presentation methods — including 
a shde show, a tutorial, a game, or an interacdve story. 

Before you begin building a stack, it s a good idea to draw a map 
showing the sttucture of the stack, which cards are linked cogedier, 
and how users will move through the stack. If the map looks 
confusing, it's probably an indication chat the resulnng stack will 
be conftising and difficult to use, and you might want to consider 
simplifying the stack s structure. 

•> Keep your stack simple: Adding lots of burtons and Unks in yotn- 
stack won t necessarily make informadon more accessible — 
users can get lost or confused easily in a stack that has too 
many links. ^ 
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Tlie stack-biiilding Building a stack involves deciding how to present and structure the 
ni t )CCSS Jnfi^^niiif'*^'^ discuSvScd in the previous section, '^Planning a 
' Stack") and Ciirrying out your design decisions by creating cards, 

backgrounds, buttons, text fields, graphics, and links between 
related pieces of information- (Chapter 3 explains how to create 
airds and backgrounds; Chapters 4> 5. and 6 give deiails about 
creating buttons, text fields, and graphics, respectively.) Most of 
your s[ack'bullding time will be spent on die details oi integrating 
text and graphics, and making the stack easy to navigate. 

As you build a stack, it's important to evaluate it frequently, to 
make sure it still does what you ve designed it to do. lb c\"aluatc a 
stack, try it our youtself. Sec if you can accomplish die tasks for 
which the stack is designed without getting lost or feeling conftjiei^ 

If the stack will be used by others, show it to people who are similar 
to your iLsers in background and level of computer experience. Give 
them specific taslcs ro perform, and watch and listen carefully — - 
without interfering — while ihey try the stack. 

As you evaluate the stack (and watch others use it), keep rhe 
following questions in mind; 

■ Is it clear what the stack is for and how to use it? The text> 
buttons, and visual images in the stack can communicate a lot 
about the stack's purpose. They should be understandable and 
consistent (in appearance and behavior) and should clarily the 
purpose uf the stack. If rhe stack is confusing, ibink about ways 
in which tlie text, buttons, and visual images can be improved 
create a clearer visual message. The stack should also give the 
user appropriate feedback (for example, most buttons should 
highlight when they're clicked). 
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■ Is ir Lwsy rt> gcE around iti rliL- svAck^ Mala- suiv that, as you use 
the Slack, you can cell where yuu are. how you got cherc, how 
CO get back lo where you came h'oni> where kj go nexi, and 
how CO leave. If ic's ea^y to gcc losr or crapped in the siack, 
consider reducing chc number of links, or simplifying or 
clarifying die navigation scheme (for example, by cising a 
standard set of navigation buttons on each card), 

■ Do the features work correctly? Test the buttons to see if rhey 
cake you where they're supposed co in all circumstances- Make 
sure each field is visible ;uid unlocked if the user needs to sec ir 
and type in ii, or locked if the user ju^t needs to read ur dick 
text in the field. The stack should prevent the user from 
losing information and make it clear when an action will 

not be reversible. 

■ Does die stack require a particular user level? The features 
available to a user vary with the user level (as explained in 
''User Levels and Opcions" in Chapter 1)- Try using the stack 
at every user level, if it has any features chat require a certain 
user level, make sure the stack eidier sets the appropriate user 
level (through the stack script) or tells the user co set the 
appropriate user level, (The HyperTalk Help stack describes 
how to set che user level through a script.) 

Obraining periodic evaluation and feedback from rypical users is 
an important pan of building a stack It s a good idea to begin 
evaluating a stack early in its developmeju. HyperCard makes 
it easy to build a prototype of your stack that you can use for 
gathering preliminary feedback from users. Be prepared co make 
changes to die stack to fix problems and incorporate ideas that 
grow our of your evaluation and user testing. 

When you've finished building a stack, put it through a final rest, 
checking all of the poincs listed above. 



ChjpkT 1: CrL*:itinii nnti M^Klilyinj! Stacks 



V 




For more detailed informacion on designing :i scack. consult 
cIk' HyjH'ri'iird Sunk Desi^i GuukliTm (av;iJlable Irom 
AdJisuii^WeslcyJ. 



Modifying iin Modifying stacks created by others is not only a great way to learn 
tXiSliim St'lCk HyperCard- — it's also a good way lo get stacks that arc 
^ tailored to vour needs. There arc lots of ways to ciustomize an 



your 

existing stack. You can add texi and pictures iind create nc\\' links 
hctWLcn pieces of information. You can mitke new uirds and cards 
with new backgrounds or change any ot the elements of a stack in 
any way you Uke. You can even delete any elements you don't want. 

This chapter includes die basic informadon you need to create ant^ 
modify stacks. Chapter 3 descnbes how to create and manipulate 
cards and backgrounds. Chapters 4, 5, and 6 give details about 
working with buttons, fields, and graphics, respectively. 

If you want to modify staclcs created by other people, you should be 
aware of the following considerations: 

■ Each object in a stack — diat is, each button, field, card, and 
background, as well as the stack itself — can have a script 
attached to it. Scripts contain instructions that tell the difFtreni 
objects in a stack what to do. The scripts that belong to the 
different objects in a stack often interact with other objects and 
their scripts. When you delete any object diai contains a script, 
or move it to another part of die stack, its script goes widi ir. If^ 
other scripts rely on that object or its script (or vice versa), you 
may find that your stack behaves unexpectedly after you've 
moved the object. For example, you might see messages that 
begin with "Never heard of. . T or "Can't understand. , . ." 
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U you sec such messages (or other strange behavior) in a stack 
you're modifying, the stack's scripts probably refer to nbjecrs 
that you've changed in some way. If you're faniiliar widi 
HyperTalk, you mighr be able to fix or rewrite the scripts. 
Otherwise, consider modifying a difFcrent stack or creating a 
stack of your own. (If you want to learn HyperTalk, see the 
HyperTalk Bt'gi/ujfr's Guide.) 

m As you modify a stack, HyperCard saves your changes 

automatically — without asking. Therefore it s a good idea to 
niiike sure you have a baekup copy of a stack before you begin 
ch;uigijig it. tiiai you can gel back to die original ifyou need 
to. It s also a good idea lo save a copy of your modified stack 
periodically while you're working on it. That way, ifyou make 
a mistake that "breaks" the stack, you can go back to a recent 
version (rather than starting all over again). 

■ Some stacks are protected, which means you can t change chem. 
A small padlock (i) appears in the menu bar when you're in a 
protected stack. In some cases you can remove a stack's 
protection by using the Protect Stack command in the File 
menu. ("Protecting Your Slack," later in this chapter, tells you 
how,) However, in slacks rhar have a password, you can E change 
die stack's pr<Kec[ion setting unless you know rhe password. 
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[:X;illHnir\y J stack Before yon begin modilying a suck, you am find out whac makes i[ 

work by exaininiiij^ irs p:jns. "I'hc ClbjLXT.s [iktui Lant:iin.s some 
Loniniaiids io Kelp you do this — -Bimuii lulu, l ield Inin. Card 
Info, Bkgnd Info, and Stack. Info. Each uf these commands presents 
a dialog box diar shows che characterisncs of chc pertinent object 
(the selected button or field, or the current card, background^ or 
stack) — including the object s name, number, and attribute setting^. 
Through these dialog boxes, you can learn about the objecrs in a 
stack, look at their scripts, and change their attributes. 

^ Jb look at scripts: You must have your user level set to Scripting. 
"User Ixvcis and Options" in Chapter I explains how to change 
your user level. ■^ 

To locate and leani about the buttons In a stack, follow these step^ 

I. Choose the Button tool (=) from the Tools menu- 

Rectangles appear aroimd the buttons thai don't already have 
an oudine: 



When you 
ihotwe the 
Bullonl^xjl , - , 



Tools 



. . . rermn^lcs [ippe-ar 
anjim J the hurtons. 




| [ [l»ksn | [ Tnclfit II Bnic _J| Ifl^fm^ ] 



In^irt' 2-17 ( Jukimh^u iIil' lUill^m uinl 



2. To gcl infonii;ition about any button, dick to select the 
buiion, tlien choose Button Info from the Objects menu. 

Or simply doublc-dick the button. The Biirron Into dialog box 
appears: 



These options delermine 
the biJlton's highligluinji 
k'hiLvitjr (The Sh^ire [ iilik- 
ifpiion is ;idivi' nnly Un 
background builonsJ 

This lees you jssign an 
iam [o [ht bution. 

This links rht batron. 
10 antjlher card (irsnkk 



IIjis opiiun allows you lo display 
ihe builon'sS nyme on The hution 



Button Hwi;: UliMHIff 



BligndbLJttQrini»bef;r Bkgncf button ID: 2, 

* 

□ ShoH HoAP 
[□fluIoHilite 
[_pShcfr(Hilitp 



Tmily: Q (noneTI 



V 



[ Jcon... 1 

- [imliTo.] [ Font... 1 - 



I Click here tf),see 



[ Coned] 



ThLs you assign 



thf hunon's script, colors lo differeni pans 
of the button. 



] The builoris name 



The hutloris number 
Tilt' hulTon'sflJ 

The selected scy le 
of the huiitin 

Click here to -^ei 
Ihe text furm;3i 
lt)r ihf burton 

Clltk llLTL' lo I lu.SL' [hi' 

dlaloi^ box wiiliout 
saving any cbinges- 



Figure 2- 1 8 ("ielLing ailormatiun abiJUt a button 
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"lb loaut iind le;irn aboiu rlic Hclds in a stack, follow these steps: 
1 . Choose llic Field lool (n) from the Tools menu- 
lines appear in all the fields: 

When you chtiost' , , . lines appear 




Figtire 2-19 Ch(K)sing ihe Fickl liK>l 
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2. To gel information ^bout any field, click the field to select 
then choo-se Field Info from the Objects menu. 

Or simply double-click the field. The Field Info dialog box 
appears: 



;iiuf iiuia 
1 1(1 k lii-u' lif -in liiv iLAi 

Click JitTf [If 
[he litld',s stxipl 



Card Title 



Fi?]d Kane 
Bkgndfieldnijiiiber 2"' 

□ Lock 

□ DoflHSetircft 

□ ^riOfed Iftl 



BhBcid field 10 3 



Style: | tronsporgnF^ 



□Wide rtorgins 



[f Q[it .. 1 



[senpt..] [Colflfs ..] 



f Concgl 1 



Tlii.s !tl,s you jssi^ 
cohrs lodiffL'reni 
parts pf the ftdd. 



Click here inclose [he 
dijlo^ hox wiihoui 
saving any changes. 



Tlie field's n:ime 

riiL' lleldV nuiiiiicr 
Tilt field ", JD 
TIk" SL^L^kxl 
stvleof iJie hdJ 

I Ik'Si' Ojiliurt^ .lEIiuv \Liu 
Li> display lines m [hu 
field and add margins, 



Figure 2-20 Gelling (nrnmia[i<m ahoui a field 
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To get informacion about d^e currem card, choose Card Info From 
ihe Obiect-s meniu The Card Infi> dialog box appears: 



Thf lord's in 

fclttl tills optiun to 
prtila'l [lit L'urd 
frdiTuluk'tion, 

Tnexdutit-ilie fields 
nn lliis I'iirt! frniu 
ICS I ,sL-ardit^ 



Thec[!rd's name 



V /■ 

Card ID 2Q^h Cord nu>b«r 1 out of f 

CcnWins card fiddi \ 

Contains 5 cord buttons. \ 

^Con't Delete 

□ Dor'tSearch 



DK 



3 (j^5£iD 



k:iick htTL'io ("lit'k lieaMii 
stE* [hu Liirtt's see the ard'h 



TIjl- aal '^ numlxT 

in ihe^^i'J Iwt^r 
[hi: numhcr oJ 
1)uiions in llie 

Click here to ckise the 
Ji.Lkjj^ li(>\ wiiIkjui 
sLiving d.[\\ chjn^cs, 



Figure 2-2 1 tieiiinji inlumiiiliim ^ilinui .i ard 
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You Ciin sec w\r.ns in the background [;iytT of the current card by 
thiKising R:Kkt;rnund from rlic Fxlir nu-nn> or pressing -R. To gcr 
inturniacion about die current background (whether or not youVe 
in ihe baLkground layer), choose Bkgnd Info from the Objects 
menu. The Bkgnd into dialog box appears: 



-Select Ihisopriiin 

hjtkgiound 
frum deleiiim 

Sdci l this option 
10 exclude [hf 
[leldsin thb 

hackjiR^imd from 
te>:i starviie^. 



T!k' fi:iiki;rniiiid s flJ Tho Ixickjjn Hind's n;jmi' 



Hhgnd [D: 276lT Shared by ^ cardv 

f;ontojn& J background button^.. 
nCon'tDeJtte 
□ Oon't Starch 



[Scripts,] [colors ] 



Click hero lo Click here lo 

,se<? [he seerhe 

background's background's 

script, color sets. 



[Concel ] 



The nuiiiher ol 
cjirdsihaisJiare 
-this background 

."nic nuiiilx'r ol 
fields in [his 
background 

The numhtir n\ 
hu[lo^^ in [Ins 
Ixit'kiiruiind 



Click here to close 
the dialog box 
wilhoul saving 
any changes- 



Figure 2-22 Getting inl'onnation about J liackgn.iiind 
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To get information about the current stack, choose Stack Info from 
the Objects menu, "Hie Stack Info dialog box appears: 



The stack s njint 



Tlio disk and kMiiv m 
which the stuck is stural 
Tht numl^tr of 
backfiruunds in ilit stack 

Thf ajtKnini ol Irt c 
spacu [[1 lliL- Slack 

Click here to :ii;eTbc 
s!;itk',s ^cnpl 



Stack Htnoe: fTTTiR 



Mh»rt: :Hi]rdDi^k HypprCard: 

Stock contains 7 cards. 

Stack contains 2 baEksrounds. 

Size &f 5tfl£k:m ■ 

\rtt in stack: PIC 



[script ..] [CaioTS 



(TanceT) 



Clic'k here to 
the Stack's color 



Click hereto close 
the dialog box 
without saving 
any chanj^es. 



Figure 2-23 Getting Information about a slack 



TlienuiTiher of cards 
in the stack 

Tht'ainoLini of disk space 
ihesiack refiuiri'^ 
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Undoing yOUl WliileyouVe working on a stack, you can usu% undo your last 
misHlkcS ^f:ick-etfiring;iciion hy immfdi:ircly thi)o.sinj; Un(fi> from the RtJir 
lUL-iiu (or prc^^sin^ -Z). Choose Undo whfu you niiikc: .i iiiistiike, 

v^li^ii yoii change your mind jbout your last accion. (You nuisi 
choose Undo before doixig anything else.) 

A Important: You can't undo the deletion of a button or field, 

To undo typing miscaJtes while youVe editing text in a field, do one 
of the following: 

■ Press Delete to delete characters to the left of the insertion point, 
one character at a time, 

■ Drag the I-bcam over the incorrea text to select it. dien retype 
or delete it. 

While you're editing test in a field, choosing Undo undoes all the 
changes you Ve made since die last dme you clicked in the field ro 
edit. Therefore it s not a good idea to use Undo to fix typing 
mistakes, unless you want to retype everything youVe typed since 
you last clicked in the field. To fix editing mistakes it's better ro use 
the Delete key, or selea the incorrect text and retype or delete ii. 
To save the changes in a field (so that Undo can't undo them), 
click anywhere outside the field. 

When youVe using one of the Pninr tools. [Mvssing thi.' Tikk- (-0 or 
Escape key is the same as choosing Undo, (The Paint tools are 
described in Chapter 6.) 
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after an existing one 



Modeling your .slack Yuu can moM a ikw scjitk aftt-r a cird or .stack you like by copying 

it,s batk^roLiiid. When you copy a background from an existing 
srack, you j;ci ihi: basic dt:j.ign of the ori!];inaI s[.ick — that la. lis 
Ecmplare— but noi any of its data. For specific instructions on 
creating a new stack that uses a background from an existing stack, 
see the next seaion, "Making a New Stack." 

Before you decide whether to copy the background of an existing 
card or stack, you can look at the background by going to that card 
or stack and choosing Background from the Edit menu (or pressing 
" -B). This takes you to the background layer and show^ you )USf 
ilie hiuions, liekis, and gn^pliics tliai are in llit- backyound. 
(Pressing -B repearediy moves you back and forth between the 
card layer and die background layer.) ^ 

■fr See the u-f^r-^Bacl^round in the menu bar? To make sure youVe 
looking at the background, check the menu bar. Wlien youVe in 
the background layer, the word Backgrmmd appears in the menu 
bar. •> 



J Tilt [dn jo loiii Dbjptt^ Cdiiir^iP^ 











Dddriit | 




















TtlighDnr | 






•» 








TheTMial 

youiliiii yim'rt' 
kK)king aL [k- 
h!icknr(n.mi! 
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Making 



lu^w Slack 



WliL-ii yuli'lv ready ro citacca new jitack, begin by lolluwiiig 
these steps: 

1 . If you want your new stack to have the same background as an 
existing card or stack, go to that card or stack. 

The previous section, ^'Modeling Your Stack After an Exisring 
One," discusses why you might want to copy a background 
from another stack. 

2. Choose New Stack from the File menu, 
Tlie New Stack dialog box appears. 

3. Set up die New Stack dialog box for your new slack; 



ii mm 
for your new 
^V.iik here. 



Your new stack will be siort.-^ in 
ihi.s [older unless you choose 
iinuiiier folder. 



im frpeof ?ff86l]K. 



Cli Stacks 

[ :i iMir 



I fifw Folder 1 
( Open ) 



Km Stach Hohi 



t Cancel ^ 



O [opy Current Sock ground 



Uick here if you warn your new 
Slack 10 have liie same harkground 
as the curreni card. 



Click here To view 
ihe volumes ih;i[ are 
eiirrenily jVLiihiWeiij 
your conipuier. 



Figurc 2-25 Creating* j new >fack 



Important: If you want your new stack to have the same 
background as the current card, be sure you dick the Copy 
Current B;tckgrnund check box to select rt. A 
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4. Type a name for your new stack. 

If youVe selecced the option Copy Current Background, your 
new stack has all the same background elements as the card 
you were looking at when you chose New Stack. Otherwise, 
it s blank. 

As you build your new slack, your changes are saved auconiatically. 

For inscmctions on adding cards and backgrounds lo yoLir stack, see 
Chapter 3. For deciuls about adding buttons, fields, and graphics, 
see Chapters 4, 5, and (>, respectively 

Copyinji pUltS Copying parts from other stacks can make Hack building easier ^ 
from Other SU^cks ^nd save you a lot of time. If yon see a burton diat docs something 

you like, or an arrractive background picture, there^s no sense m 
reinventing it— -copy it and paste it into your stack. Two of the 
stacks that come with HyperCard, Art Ideas and Burton Ideas, 
contain rcadymade parts yoti can copy and paste into your stacks. 
The buttons in Button Ideas are designed to work independently in 
a variety of stacb — they don t depend on your stack's having any 
particular characteristics. You can also paste fields, cards, and 
backgrounds from any of the other stacb that comes with 
HyperCard. (Chapter 3 gives instructions for copying cards and 
backgrounds; Chapters 4, 5, and 6 explain how to copy buttons, 
fields, and graphics, respectively.) ^ 

When you copy a button, field, card, or background from another 
stack, its script comes with it (if it has a script). Scripis contain 
instructions that tell the parts of a stack what to do. In most cases, 
you want the script, because it makes the object work. (For more 
information nbout HyperCard objects, sec "Examining a Stack." 
eadier in this chapter.) 
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However, the .scripts tJiac belong co rhe different objects in a iicack 
often interact with other objects and scripts. An (object yon copy 
hum another stack might have a script that rdieson objects In its 
original stack Copying such an object can cause your stack to act 
strangely. For example, you might see messages that begin with 
"Never heard of. . ^ or "Can't understand. . . r 

If youVe familiar with HyperTalk, you might be able to fix or 
rewrite the object's script. (The HyperTalk Be^nner's Gr^rflt reaches 
HyperTalk at an introductory level.) Otherwise, consider deleting 
the script (as described next), copying a different object, or creating 
the object yourself. (For instructions on deleting and creating 
buttons and fields, consult Chapters 4 and 5. respectively.) 

It you copy a card or background that causes trouble in your stack, 
and you can t fix the scripts, first try deleting the buttons and fields 
on the cai d or background, one at a time. If the problem persists, 
delete the script of the card or background by following 
these steps: 

1. Open the script. 

To open die script of the current card, press " -Option-C; to 
open the background script, press G-Option-B. 

2. Select all the text in the script by pressing -A. 

3. Press Delete to delete the script, 

4. Press F_nter. 

-> AW; After you delete the buttons, fields, and scripts from a 
card or background, you're left with just the picture on that card 
or backgrotind. Any ftinaions associated with the card or 
background are gone. * 
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Gi-niny infnrni:iiinn 



Ytni t-:in tisc che St:ick Info cnmmanJ rn ^ci inforniarion iihoiir the 
:ih()ll3 ,1 slilik ciirreni stack and chiiiige some of its characteristioi. 

Follow tliese steps to get information about che current stack: 

1, Make sure you have one of the General tools selected. 

The Browse cool (^). the Button tool l'^), or the Field tool (□) 
will work. 

2. Choose Stack Info from the Objects menu. 
The following dialog box appears: 



TliL-nuiuhtrn! 
Kkkgnniniis 

The ynioum uffreu 
space in rhe stack 

Click licaMo -see 
till' suu stripi. 



The sliick's name 



Stack Nan? n 



Tliedisk and folder in 
which the Miick is stored 



Uh?rf HordDjsk:Hi|DerCard; 

Slack contains ? cords 

Stack contain; 2 backgrounds 

Size of 5 lock: 43K. 

Free stock: DK. 



[Script. ■] [colors^] 



OK 



Click here to see or change 
the color sel specified lor 
the ,si;R'k- 



ThL' nunilitr of 
liiid-s in ihe slack 
Tiie amoLinl ofdisk ^pace 
the stack requires 

Click hereto close ihe 
dialog tiox \\ ithoi.it 
^av^n^i :inv changes. 



Figure 2-26 Gettinj; infom^tion about a stuck 
3. When you re finished, click OK. 

■> Anothi'r way to opvn ! be Stack !nfi dialog box: If you arc using rhe 
Home stack th.ii comes with HyperCard, the following shortcut 
opens the Stack Info dialog box for any stack youVe working in: 
While any Cieneral cool is selected, press " -M to open the 
Message box, type s. and press Return, ( I bis shortcut is buili 
into the standard HyperCard Home scack.) * 



^1' 
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Naininy Jl slack When you fim trcacc a stack, you type a namt: for k in the New 
; ^ ^^f=^ck dialog box. This Is the name rhat appears for the stack in the 

j Stack Info dialog box and in ihe Finder. 

HyperCird mcs the stack name to identify the stacL You can use 
the stack name in the Message box to navigate to ihe stack. (And 
you use die stack name when you address the stack through scripts.) 

You can change a stack s nanie at any time (as long as die stack isn't 
k»cked). Here's one way: 

1. Make sure you have one of the General tools selected. 

The Browse tool (^), the Button tool (o), or the Field tool (□} 
will work. 

2. Choose Stack Info from the Objects menu. 
) 3, Type a new name for the stack. 



Slack Haie: IJJI^fflJ 



Where: :HardDisk:Hyp?rCard: 
Slack coniaim lzai6i. 
Stock contains I bDcksrounds. 
Sizeof itact ?X. 
hrp in slack: CK. 



5criDt.„] [CoJori.„] 



Type [he stack name 
here. (This name 
also identifies [!k' 
&Lack in the Findtrj 



Figure 2-27 Narning a siatk 



Follow the tisual Apple lies naming rules for documents; Stan 
with a letter; use no more tbiin 1 5 characters; don t inckide 
spaces; and don [ use characters other than leucrs> numbers, or 
periods. (If your Apple IlGS is pan of an AppleShare network, 
you have more choices. For more iuformarlon, see the 
documentation that came with your Apple llCiS.) 
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4, Click OIC 



Warning; CKuiigijig ilic iiiimc of a scack will bre;ik any li[iks you've 
iiKidc btrrwLxn a aird in another srack and a aird in the renamed 
stack (ir might even break links within the renamed stack icselt)- 
When you change the name of a stack, be sure to redo all rhe links 
to the stack. "Linking Information" in Chapter 4 gives insauctions 
for creating links. A 

Ymi can also change a stack's name in tlie hinder: 

1. In tlie Finder, locate tlie stack's icon. 

You might have to open folders or close windows to find % 
the icon. 

2. Click the icon once to selea it» 

3. Type a new name for the stack- 
Changing the stack name here also changes it in the Stack Info 
dialog box. Remember to follow the applicable naming rules. 

4. Press the Return key. 
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Changing a stack s I lie color set for a HyperCard stack determines ihc 16 colors 

COkir set '^'"'''^■"^ly 'ivnilahlf for use by the hackgroiinds, cards, hiitttitiSH and 
' Heidi, in die stacL You can choose from ajiiung five color sets for 

any given stack: the standard system color set, a gray scale color ser. 
and three others. 

Wlien you change your stack's color set, die colors of some or aJl 
the graphics, buttons, and fields in die stack may change to reflect 
the new colors. For example, these three images all make use of the 
s^ie graphic, but different color iets: 





Standard system color sei 



Gray scalf color sei 




Figurt- 2-28 tin i llci i nf rfi;iniiin^ irilor stis 
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If you wish, you can select color sets for the cards and Liackgrountis 
in your suck rhar are different from the color set selected for the 
stack -AS a whole. If a card s color set has not beei^ specLHed 
individually, the card makes use of the color set currendy selected 
for its background. Similarly, if a background s color set has nor 
been specified individually, the background makes use of rhe color 
set currently selected for the stack 

For example, die cirds in the Birds stack make use of several 
diHerem color sets so diai the colors used in each drawing match 
iht' bird's true colors more closely. By carefully selecting the color 
sets for cards and backgrounds in a stack, you can control the colors 
in your stacks more precisely than would be possible with just one 
color set. ^ 

The instructions diat follow describe how to change the color set 
for a stack You can follow the same basic steps to cliange the 
color set for a card or a background from its Info dialog box (see 
■^Changing a Card's Color Set" and ^'Changing a Background's 
Color Set" in Chapter 3 for more details). 

To change the color set for the stack youVe working in. follow 
these steps: 

1 . Malic sure you have one of the General tools selected. 

The Browse tool {^). rhe Button tool {^). or the Field tool (□) 
will work- 

2. Choose Stack Info from the Objects menu. ^ 

3. Click Colors. 

'Hie Colors dialog box for the stack appears. 
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4. Select die color set you want: 



L'olor ^'fs [li:it jk 

Cluk iJk tmu you 
warn If) u.sc . 



DitplaH colors fcr natk "H<i5iack" 




I'il 'H ! 1 Stondord iustpi colon 



I I I BroH iCQit 

I I I Other color ietv.. 



MTT" r i I ::i T ■ 

nhTthssTcolm 



d: 



I DK j [ Coned] 



, , , [heji prtss and hold the mouse buiion here and drag \o 
dKrt>,SL"'Use the^^cdors"(if ii'snoc already sektu-d} from ihe 
pop-up menu, [fyou choose "Get sumdard sysiem ail<3rs" 
instead, your slack will use die standard system colors no 
mailer wfiith color set is selected for die stack. 



Figurt 2-29 Clunking a -suick's color sei 



5. When you re finished, click OIC 

The Colors dialog box disappears, and you see die Srack Info 
dialog box agiiin. 

6. In the Slack Info dialog box, click OK. 

If none of die five color sets for a given slack includes die colors you 
want, you can add a sbcth color set co a card or background in rhe 
srack from any document in the Apple Preferred File Format. 
"Importing a New Color Sec for a Card or Background," tn 
C^JiiipiLT 6, dcscribt's how to do this. 
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You call also add a ^iixdi color set to a aird or bacicground by using a 
desk accessory, an XCMD. or HyperTalk Co specify the colors you 
want, if you use a desk accessory or an XCMD to do diis, the color 
set you specify will be added automatically to the color sets for the 
current card or background and will be selected- For instructions on 
using HyperTalk to add a sixth color sec ro a card or background, 
see the discussion of the colorSet property in the HyperTalk 
[ Idp stack- 

^ • "Chnn^ing Color Sets" in (^hapu-r fi 



Saving a copy 
of a smck 



h"s a good idea to make a copy of a stack before you begin workii^ 
with it, and save a copy of the stack periodically as you make 
changes to it. This is because HyperCard aucomarically saves the 
stack as you work, (Your work is saved, and so are your mistakes.) 
If you make a big mistake on your stack, you can recover from ic 
more easily if you have a receni, working version of the stack — 
you won t have to start all over again. 

Follow these steps to copy a stack from within HyperCard: 

I . While the stack is open and aaive, choose Save a Copy from 
the File menu. 

The following dialog box appears; 



Vou cin lypt.' w name 
hea' kir iliet'opy '3l 

llypL'jOid will sjvv 
tht' L'opy LindL-rihtf 



^ :HdrdDl«tdlypEr [ or d.S t ock s : 
2^Lj5 free nf 2m k. 



Q liolL'rirtar 
EZi SEM(diL(ii 



lavs eoDy ^tack in: 



Your new stack 
will be stf)rt^(J in 
ihis kfklei imlc^is 
you c:hi)ij>it.- 
,im>rlior lokkT 



Figure 2-30 Siiving u copy of a stack 
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2. Type a name for the copy of the stack, if you want to give it a 
name that's different from the one shown, 

3. Click Save. 

H>'perCard saves a copy of the stack, but it leaver you in the 
stack you're working on. 

You can also copy a stack in the Finder. Follow these steps: 

1. In the Finder, locate the stack s icon. 

You niiglic have to close windows or open folders lo find the 
icon. 

2. Click the stack's icon once to select it. 

3. Choose Duplicate from the File menu, or press ' -D, 
The Duplicate dialog box appears. 

4. CUckOK. 



Reclaiming free space Each time you ddcte a card background, field, or buuon. free 
in a stack ^f^^^^ ^^^^ introduced into a stack. As you work on a stack, it can 

accumulate a substantial amount of free space— and the more extra 
space a stack has, the slower it runs and the larger it is. 

Free space on a disk is availabk' storage space. You can use U in srorc^ 
^ information. But free space in a stack is like extra baggiige in the 

stack: It's no longer useftiL but it's stored with the stack and it takes 
up disk space that you could be using to store other data. The more 
free space you have in your stacks, the less disk storage you have for 
your other files. 
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Ttj check tliL- iiinimiu offrLv ^pace in :i stack, choose Stack Into 
from ihc Objccc-s menu. To see ihc Objects menu, you musi have 
one o\ the General tools ielecced. 



riic jmouni fil disk 
r>p;uv [heM;iik 

spjLceJ 



Stach Hone. 



Mhttf HordOi^kiHijcrerCard; 
StDch mtain^ 1 cards. 
Slock GDntcin^ 1 bacicgrounds. 

EiEe in stflck OK 



[Scnn,..] [colors. J ( Otf ]| ( CancM J 



Thfjmijunlurfri"t-sp;iu' in die 
sUL'k. If you compact ihesunk, 
ilus nLiiiiliiT will ln'Kniit'ii 
izfi'o), LjnJ iIicMikk will gel 
entailer jnd nintJSEer, 



Figure 2-3 1 Cliakinji IjlV spjtc tn a Sl;it'k 



Yt)ii can get rid of free space in a stack by choosing Compact Siack 
from the l-ile menu. To use the Compact Stack command when 
your user level is Painting (3) or higher, you must have one ot the 
General tools selected. (If your user level is set to Typing (2). hold 
down [he key while you pull down the File menu in order to see 
the Compact Stack command. If your user level is set to Typing (1)> 
the Ctjmpaci Stack conunand is not available.) 

Wlien you choose Stack Info after compacting the stack, rhe 
'Tree in stack" number (in rhe Srack Info dialog box) will be OK 
(zero K), and the size of the stack will likely be smaller dian it was,^ 
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WliL-n your ht;ick is finished — and pediaps while youVe building 
ir — ymi miglir Wiint to protect [he stack ro keep others from using 
or changing it. There are ^icverai different kindi ot protection you 
can set for a stack: 

■ You can keep a personal stack private by preventing others from 
opening it. 

■ You can Hmir access to a stack's protection settings (so that no 
one else can change them). 

■ You Qin limit the way people use and change a stack. 

To restrict access to a stack so that no one can open it without the 
password> follow these steps: 

1 . Choose Protea Stack from the File menu. 
The Protect Stack dialog box appears. 

2. Click the Private Access check box to select it. 





Protect Slack: 


l\win am iFvel to: 


Click here 


n Can't BsditH slack 
□ Can't deln*5iack 

- □Private Ffcctss 


O iBPing 
O Point ins 
O Rut florins 
® Scripting 


- , , then flick here, 


" ( Spt Password 1 


If OK 1 f Cancel 1 


lu a^sliicl yci:uss lu lliu sUck 





Figure 2-32 Seiiin^i pmrfClhin For -j >viack 

3. Click Set Password, or click OK. 

The dialog box for setting a password appears. 



Protecting your stack 

I 



Reslncling access 
to -d slack 
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4, Enter a password. 



n«Dse enter onfM password: 



Please Fitter it again: 



i 



1 |W] 



ly|K' die pa>swurd 
. ouce here . . , 

...and again hae. 
for vcnficarkm, 
Then dick OK. 

Clickinjj None or Cancel closes 
[liis diulug Ixjx wirhou! .seiiinji 
. a password, 



Fi^!,iirc 2-33 Sftiinj? ;i passwnrtf fnTi\ si:k'k 



5- Click OK. I 

A Warning; Once youVe restricted access to a srack and set a 

passw<jrd. rhc srack can t be opened widiout the password. There's 
no way to find out a password once it's been set — -so make ii note 
of the password, or use a password you won't foi^et. A 



Wlien you type the password to open the stack, it must match 
charactcr-for-character the one you set. (Uppercase and lowercase 
letters don't have to march.) 

^ See aLo: • ^'Removing a Password" in this chapter 
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Prolt^cting LI stack Irum 
changes or delclion 



' i b prevent odicrs trom changing or deleting the current stack, 
follow these steps: 

1. Choose Protect Stack from the File menu. 
The Protect Stack dialog box appears, 

2. Click "Can't modify stack" or ''Can't delete stack" 



Click here topmrect rhe 
Slack from dektiun St'lecting 
just ihts option doesn't protec! 

ihe slack from changes 



Click here lo preveni changes lo the scack 
Seleciinjj |u.st ihi.s option duesrii protect the 
suck from deletion. 



Protf Gt Stack: 
\ 



Liaii uwr Uv<l to; 

O Brims ins 
OTupina 

Ofluihoring 



Figure 2-34 Protecting a stack from clianges or deletion 



As long as the "Can t modify stack" option is turned on, no one 
can make any changes to the stack. (Anyone can, however, copy 
anything from the stack, or copy the stack itself.) 

As long as "Can r delete stack" is turned on, no one can delete 
the stack. 

However, unless you set a password — as explained in rhe 
following two steps — anyone can open the Protect Stack dialog 
box and turn off these options. 
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3. To prcveni i>ihi;rs from changing yotir pralcciiuii seiEtiigi, dick 
Set Password. 

( I'his step is npcional.) 

Tht dialog box tor setting a piissword :ippcars, 

4. Enter a password. 
{Thi^ step is optional.) 



Pl?D^e enter □ nen pn^svrcird 



Please vnitf it again. 



[ Hang ] 



1^ DK ]) { Concel ] 



Type iIh' p:!,ss\\nrtl 
Itir vunlitaiiuji 

Th^ndii'kUK ^ 

Cliiking N"iK' or Qinu'l du'*> 
this dialog Imx without ^ettiny 



Li pu;;swort]. 



Figure 2-35 Selling a pawword 



Sernng a password for the stack prevents unauthorized users 
From opening the Protect Stack dialog box. whether or not 
Private Access is selected. IfyouVc selortcd Private Access xs wd 
as setting a pass-word, the sanie password will be required to 
open the stack itself. 

5. Click OK. 

After you've set a password> no one can change the settings in the^ 
Protect Stack dialog box withotit knowing the pass-word, until you 
remove it (ivs explained in "Removing a Password," later in this 
chapter). There's no way to find out a password once it's been 
set — so make a note of the p:Lss-word. or use one you wont forget. 
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When you're iistng a locked stack (chat is> a srack for which die 
"Can t modify siack" option is selected in rhe Proiect Slack dialog 
box), ,1 padlock (i) appears in the niciii] bar, indicating th.u yon 
atn r make any changes in the stack. If yon try to make chans^es to 
a locked stack, you might ace the following dialog box: 



Can't iDdify this Hack. 




Figure 2-36 Trying ro niiike chanpts to u pruiedal sinck 

HyperCard auromaticaliy selects the "Caiu modify stack" check 
box when die stack is on a locked medium (a locked disk. 
CD-ROM. or locked folder on a file server) — you cati't deselect it. 
To make changes to such a stack, you first have ro figure out why 
its locked. If the "Can't modify stack" check box is selected or the 
Locked check box is selected in the stack's Icon Info dialog box (in 
the l^inder). you have to deselect these options before you can make 
changes to the stack. In many cases, copying the stack to an 
ujilocked disk makes the stack modifiable. 

A Warning: Some stacks are designed so that, when the stuck is 
locked, you can type into a field or paint a picture on a card or 
background; hut the changes disappear as soon as you leave the 
current card. A 



ICS 



Lillliliny ihe UMT IuwI You can limit ilic way pL-opIc usu and diaii^t- a stack by liiiiiiin^ tliL- 

user level in the ProiLxt Stack dialog box. Follow these seeps; 

1. Choose Protect Stack from the File menu. 
The l*rorect Stack dialog box appears. 

2. Click a user level. 



Protect Suck: 


Liait u»r 1 eve J to 


1 ICpn'tiddifw^Laeli 


OTwping 
OPQiflinB 
Olluihonng 
[S> Scripting 




□ PriUQU Rccfss 






r OK 1 I Cancel ) 



Click out: of Lhcsc lo choow a user 
]evf I Tlic' kvel dcrenm:ies [ht 
coniniiintis untl looLs pi^opk- an 
use in tfu- i-urriTH .sLk k Wiii-n iIiin 
user JeveE i.s JiftcrenE from [he uset 
Il'vcI sSet in [he Home stack, ihi' 
lower of ihc l\v'0 levels rakt-s ^ 
precedence. (Browsing is :he 
lowest levd.) 



Figure 2-37 Umiling the user level 



The oprions available at the different user levels are described in 
"User Levels and Options" in Chapter 1 . 

Unless yoti set a pa<;s-word — as explained in the following cwo 
steps — anyone caii open the Protect Stack dialog box and 
change the user level you've set. 

}. Va prevent others from changing the stack s user level setting, 
click Set Password. ^ 

(This step is optional.) 

The dialog box for setting a password appears. 
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4. Enter a password, 
( I ills Mcp is n[)ii<iii;iL) 



PIfosi enter it again; 



[ Hone ] 



f Cancel] 



Type liif password 
ontchcrL', , . 

. . . and again heie^ 
. for verification. 
Tliun tlick OK. 

Chalking None or CanL'el closes 
[iris dialog bux wHlu)U[ seeling 
a passwtird. 



Figure 2-38 .Seriin^ -a password 



Setting a password for the stack prevents unauthorized users 
from opening the Protect Stack dialog box and changing the 
sctrings> whether or not Private Access is selected. If youVe 
selected Private Access as well as setting a password, the same 
password will be required to open the stack itself 

5- Click OIC 

The tools and commands a user has access to while using the stack 
arc determined by both the user level you set in the stack s Protect 
Slack diiilug box and the user level selected on the Preferences card 

the user s Home stack. When these two settings arc difterent. 
HyperCard uses the iowcr setting, {Lower means "closer to 
Browsing.") 

After you've set a password, no one can change the user level setting 
in the Protect Stack dialog box without knowing the password, 
until you remove it (as explained in the next section, ''Removing a 
Password"), There s no way to find out a pass-word once it s been 
sec — ^so make a note of the password, or use one you wont forget. 
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A Important: Wlicti die user Icvd is sci to Browsing or Typings 
(either in the Protcci Slack dialog box or oti the U.ser Preferences 
cird in ihe l lonK" .st;ick), the l*roiect Sz.ick command doesn't .ippear 
in the File menu — which means you cant change any of the 
protection settings. To get die full File menu (so that you can 
choose the Protect Stack command) no matter what the user level 
is, press and hold the key while you open the File menu, _i 

Removing a password Any pa^ord you sec in the Protect Stack dialog box remains in 

effect for the stack until you remove it by following these steps: 

1, Choose Protect Stack from the File menu. 

You see a dialog box prompting you for the password. ^ 

2. Enter the password and dick OK: 



Figure 2-39 linienn^i ;i ixisawci J U) ti[X"n iIk" I'luifti Suicl^ Mo^ ]xt\ 



T\\c Pniut t Si.wk dialog box appears, 
.5. Click Set Password, 

The dialog box for setting a pa^ssword appears. 



m 



(:ii;j|HiT J-C]rtMlin^;iinl Mmliivlii^ii St;k'k^ 



4. ClidiL None (o remove the password: 



Please enter a nen poaword: 



Plea^t ^nif r it u^ain 



( Hone ] 



[Cancel ] 



Setting user access for a 
stack on a file server 



Figure 2-40 Humovingii password 

The Set Password didog box disappears — the pas.s'word 
protectioji is retnovei 

If you want ro make a stack available to users on jin AppIeShare file 
server, you cin protect it in various ways via the Project Stack dialog 
box, as described in the preceding secuons. You should also be 
aware of the following considerations; 

■ As with any file on a file server, you can make the stack available 
CO anyone who has access to the network, or only to people 
who are registered users of the file server. For information on 
setting file protection on a file server, consult your network 
administrator. 

■ For a stack to be available to multiple users via a file server, the 
stack must be either on a locked medium- — a locked disk, a 
CD-ROM, or a locked folder on the file server — or locked in 
the Finder (chat is, the Locked option is selected in its Icon Info 
diaiog box). When a stack is on a locked medium on a file server, 
any number of netwiirk users can use the stack at the same time. 
However, no one can make changes to che stack. 



Selcciing rlic "C'jn'i modify nack" option in rliL' Protccc StJtk 
dialog box knt sufRcicnc to make ascack available to more than 
one user on a Hie server. 

m When a stack Is unlocked on a file server, only one person can 
use it at a time. The user can make changes to the stack while 
using it (unless changes are prohibited by the protection level set 
in die Protect Stack dialog box), but other people cannot open 
the stack while it's in tjse. 



Deleting a stack When you delete a stack, you remove all the stack's cards. 

backgrounds, and scripts. Delete a stack only when you have no 
further use for it. 

To delete the current stack, choose Delete Stack from the File 
menu. (The Delete Stack command is normally visible only when 
one of the General tools is selected, and when your user level is 
Painting. Authoring, or Scripting. When your user level is 
Browsing, you can make die Delete command visible by holding 
down the key while you pull down die File menu.) Unless che 
stack is protected h'om deletion, you see a dialog box tike the 
fnllnwing: 



D«LetGaJ] b card^ froQ ihis itack? 
.HardDi«lt:J4yp«rCord:5tacks:Adclr?«i«« 



(PgletQ ^Cancel I 



Figure 2-41 Cnnfimialion tli:i[ogExix for deleting a siiick 
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If the stack Is protected from ddctioiij you see this dialog box 
instead oFthc previous one: 




Figure 2-42 Trying to Jelete a proiecied slack 



Wlien you delete a svdck with the Delete Stack cummand, iz s 
as though you dr^ged the stack to the Trash in the binder — the 
stack no longer exists on your hard disk. The stack disappears, and 
HyperCard returns you to the Home stack. 



Customizing your 
Home stack 



You can customize your Home stack so that it's tailored to the way 
you work and the tasks you perform. With a few modifications, 
your Home stack can even serve as the control center for all your 
work on the Apple llCS — -a launching pad for the applications, 
utilities, documents, and stacks you use regularly. 

You can organize your Home cards in any way you wish. For 
example, you can put all the buttons you use on one card; or you 
can put burtons that open applications on one card, and buttons 
that open stacks on another. Or you can rename the cards according 
to the categories you find most useful, and keep buttons on all five 
cards. You c;m rearrange die order of the Home cards and change 
the way each card looks, if you Uke. 

This section explains all the ways you can customize the standard 
Home stack that tomes with HyperCard. 
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Atklinj^ IxillOIls lU The standard Home itack tliac comes with HypLi<'ard includes five 
your HoniC Ciirds Home cards. The first rhree Home ciards contain buttons that take 

you CO the stacks diac come widi HypeK^ard: 

■ The buttons on the first Home card (called Welcome) open 
Slacks diat introduce you to HyperCard, including the 
HyperCard Help stack and che Tour stack. 

■ I hc hutfons on the second Home card {Deskset) open rhe 
HypeiCard equivalent of iin address book and desk calendar. 

■ The buttons on the third Home card (Tool Kit) open stacks chac 
you will lind usehil you begin to crc-iitc your owu stacks. 

As you become more comfortable with H>'perCard, you can make 
these three Home cards even more useful by adding buttons that ^ 
are linked to each of your favorite stacks, applications, and docu- 
menrs. You can also add buttons to the other two Home cards. 

Before you add a biuron to one of the Home cards, you need to 
decide what you w.itu the button to do and which Home card 
you want to put it on. Buttons can take you to stacks, and they 
can open other programs and documents, as described on the 
following pages. 

Atkiin;-^ i\ luiiUjn ihm tJpens a suck 

To add a button that takes you to another stack, follow 
these steps: 

L Go to the Home card on which you want to place 
the button. 



(:1ij[>Lei I CrcaiingiiridMndifyin]; Sucks 



2. Click the Create QuickLink button near the upper-left comer. 
A directory tliiil<jg box appc-ais: 



[r?DLe n QuickLink to rfhich stock? 
-Sfc H D r dD ] i k M^oer Card:S t ack s: 








Ollrtlijpob 




□ Bird! 






D Button Idea^ 






□ Colrndor 






□ [conEditor 






□ PiclurePmlpr 






□ Scripter^TociU 







^ Qpen 

( cio» ;i 



Figure 2-43 y'laiin^i;i stack ftiryoiirbuitonloopen 

Did yoti get a diffhrtit diiilog box? If your user level is set ro 
Painting (3) or lower, you will first sec dialog box asking you 
ro confirm that you wane to create a new button. You will 
see the directory didog box shown in Figure 2-43 after you 
dick OK. * 

3. Using the directory dialog box, locate and double-dick the 
name of die stack you want your button to open. 

A flashing button For the selected stack appears on the current 
cird, 

4, Drag the flashing button to position il on the card. 

When you release the mouse button, your new button stops 
flashing. 

If you want to test your new button, dick it. ft should open the 
stack you specified. 

^ SceitLo: • "Cha:iging tht Appearance ol a Buiion" in Chapter ^ 
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Atklinjl u hllUon lliai n|X-n.s :in ;ipplit:ilinn 

To add a Iniiron tliat opens iin iipplicicinn (or a spctific dociiniait 
with an applicaTion)^ you must write a simple script. You can use 
the cechiiique described in this section to add such a hutton to any 
snick, not just the Home stack. Make sure your user level is set to 
Scripting (5), then follow these steps: 

\. Go to die Home card on which you want to place the button. 

2. Make sure yoii have one of die General tools selected. 

The Browse tool ('fS), the Button tool or the F'ield tool (□) 
will work. 

3- Choose New Button from the Objects menu, ( 

This automatically selects the Button tool, creates a button 
named "New Button" in the center of die card window* and 
selects the button. 



I — - — I 

; Hew Button ; 

Figure 2-44 A buiion created willi [he Nt w Bution commiind 

4. While the button is still selected, choose Bunon Info from the 
Objects menu. 

Or double-click the button. The Button Info dialog box 
appears. 



Chapter 2; Creaiing :ind Malirying Slacks 



5. Type a name for the button: 



If thisopEion issdL'cttd 

name, ([r- n:i[]nj will 
;ippL-jr L>n the buiXm. 



Oman Hone: 



Card button nunber: 1 Cardtiutton ID: V 

^ShorfNtne gmie | ffctanglf 

^fluHflilile , , p— -, 

fmily. (none) h 
LJSIiofcHiliU ■ 

[ loon . ] 



(LinU&J [ Font ] 

I Script.,. ] fcolm...! ^ OK ^ [Conctl] 



Typt^ [he name of the button 
(for example, the name of the 
doc'umeni or appiicaiion you 
want the button lo open I here. 



Figure 2-45 Typing ihe n;mie for the buiion. 



6. Make sure the Show Name check box is selected. 

This option is automatically selected when you crcare a new 
button with the New Button command. 



7. Click Script. 

The buttons script opens: 



Scnpl Df Cord button ID 11 - "H^w Button' 



0- 



( Find ] C Print j 



Figure 2-46 Opening a button's seripi 
Cliapter h Creaiinj? and Modilying Suiks 
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8. lypc one of the Following, substitutmg die name of the 
ilocunicnt or the name of the document and application you 
want to open: 



ScrLDl ol Cord button ID 17 -''Nw Button" 



Qppn "nppticntion' 
FndiBOusEUD 



Sciipt Qi Cojd buuon ID 17 - "H«h Button" 



QDPci "ducuoent" Hith "apphcDtion" 



Tln*>*iirt|j| liiimtiit's lilt- 
spu'tfitd applk'Jiitm. 



Thfs SLTipl Laint'hr'i die 
^[x;nliLLl ,i[iplji;tltijn .md v\i*.-n> 



J'igiire 2-47 ScripTin^ J link lo :in ijppliaiion 



9- When you're finished, press Enten 
10. Choose the Browse tool. 

Ifyou want to resr your new burton, click it — -it should open the 
document or applicarion you ^ipecified. If something, else happens, 
check the spelling of the document and ;ipplic:uLon names and 
check the script for errors. 

When you want to reaim to HyperCard, quit the application. You 
return to the card from which you launched the application. 

You might encounter other staeks with buttons that launch 
.ipplications. Wticn vou launch an application by clicking one o\ { 
these buttons on a card, HyperCard takes you back to the sanie 
card after you quit the applicicion. 

^ Svfiilso: ' '^Ciianging ihf Appeaninco of a Button" in Chiipcer A 

• "Linking Inforimiion" in Chupier 4 

• "OpL!ning ApptiLations" in Chapter I 



c;li;ip[LT J;Clrf;ilin^i;iful MiiL[ifyin>i Suicks 



(unuilling U Ht )niL' ClIIXI The nmiK- oi a Honif Liivd liSLiiilly chiimciL-ri/es tlic siiick-s> 

applicarion.s, and doaimencs rhat are represenred on rhe card. For 
L-xaiiipIt'. lIil bucion^ nii the taid named lool Kji open sULki dia[ 
contain tools and parts you can use ro build new stacks. 

You can rename any of the Home cards in the standard Home stack 
at any time. When you renaiTie a Home card, you auromatically 
change both the mime that appears near the upper-left corner ot the 
card and the name of the button (at the bottom of each Home 
t:;ird) that s used for navigating to that card. 



The name of this 
Home tiirti 



Thv fniitini liji 
rtu-s catLl 




Figure 2-48 Tl^enameofa Home card appears nearihe upper-left 
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IF 



I iilkm rlicsf srcps to rcnamo d Home c;ird: 

1 . Make sure the Browse tool (VS) is selected. 

2. Click the name of the card (the naine just to the right of the 
words "Home Stack"), 

rhc following dialog box appears: 



RfnoBf iWli cardan: 



noaiKit 



([ OK I { ttime] ] 




Figure 2-49 Tlcnainiiig i\ Home tard 

3. Type a new name for the card and click OK, 

Changing the appearance 
of the Home cards 



In addition to adding buttons to your Home cards, you can also 
change die appearance of die Home cards by adding text and 
pictures to ibem. 

When you add text or a picture to the background layer of a Home 
card, it appears on all the Home cards. Wlien you add lexr or a 
picture to the card layer ot a Home card, it appears only on rhat 
cud. ^ 

For instructions on adding text to a card or background, see 
Chapter For instructions on adding pictures, see Chapter 6. 



Cli;ipitT2: Creating iniil Motllfyinj! Slacks 



U^iinj^ lllC I Ionic Sluck Once you Vt added buttons to your Home stack for all the stacks, 
US your control LCnicr appliairinns, and Lk>ciin^cnts you u.se frequt-ndy, y<iu might wnnr ro 

use your Home .stack a^ your control center — a jumping-od" point 

for all your work on the Apple [kis. 

To use the Home stack as your control center, you must tell your 
computer to launch HyperCard at startup rime. You can arrange 
ro do this only if your computer is connected ro an AppleShare 
network, and you nontially launch Hypci"Ciird over the network. 
Ask the AppieShare administrator for the network to follow 
these steps: 

1. Click die icon for the user {or group) who wants to use 
HyperCard as the startup application. 

2. Choose Stanup Info from die Apple 11 menu. 
The Scamip Info dialog box appears. 

3. Click Set Startup Application, 

4. Select HyperCardllGS. 
5- Click OIC 

When you restart your computer, HyperCard launches 
automadcally and yotu" Home stack opens. 
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Working With Cards 
and Backgrounds 



Ktn yoLi build HyperCard stacks, you perform many cask^ 
thai involve creating and ni^inipiilating cards and backgrounds. 
1-or example, yoLi mij^^ht add cards to a stack, rearrange the cards 
in a stack, or copy ^ background troni one stack to another. 

This chapter gives specific instructions tor working with cards 
and backgrounds. To do the taslcs in ^his chapter, you must have 
your iLser k^vel set ai IciLst to Authoring. When a cask requires the 
Scrifiring levd, [he instructions say so. (For insrriictions on setting 
ytmr user k-vel, see "User [.evels and Optitins" in Chapter 1). 




Working with cards A cnrd \\ a rectangular area thac can hold buttons, fields, und 

j^raphics. All atrds in a stack arc the same si/^r. Kach card is a 
c*Jinpu,sjle K\\ iw(» layers — a foreground layer, 4.alled tlie atrel liiyvr. 
and A backgyvund hiyer. You see the dements of boch layers when 
you look at a card* as it die card layer were a tninsparcnc layer in 
from oi [he backgrcjund. Hach layer can cuniain its own buttons, 
fields, and giaphics. ("The Card Liyer Versus the Background 
Liyer" in (Chapter 2 gives more derails abour the differences 
between the two layers.) 



AciJing :i new C':ircl When you add a new card to a stack. HyperCard always puts the 
to LI nSLlck new card right after the current card. The new c;ird automatically 
acquires the baclvground of the current card. If you want U) add a 
new card wirh a blank background, you add a new background. 
("Creating a New Bacltground," later in this chapter, gives 
instruct ions.) 




Figure 3-1 .AJtliiii! ,i cmA to J Stack 



lo .icki a rjL'w ciird in llic airiL-nc suck, follow tlusi: steps: 

1 . Co to iht" card you want the new card to follow. 

If you want to add a new card ar the end of the stack, go to the 
kiit card in the stack by choosing Last frotii the Go menu (or 
pressing -4 or -Right Arrow). 

2, Choose New Card from the Edit menu, or press -N. 

The new c:ird is inserted immediately after the card you were 
looking at when you those New Card, and it h;is the same 
background as that card (which Is now rhe previous card). 
I lie new card appears on yuur screen. 




Figure 3-2 AdJinfta newciirdariheendofaMiit'k 

For information about adding buttons, fields, and graphics to 
yuur new card, see Chapters 4» 3, and 6, respectively. 
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If vnii wiiru to create li new cird as the first card iti the .stack, follow 
these steps: 

1. Choose First from the Go menu, or press -I. 

I \ I 'J'hc fij-st card ui the smck 

appear.stjn the^c^L■L■n 



2. Choose New Card from the Edii menu, or press -N. 

^ I ^''^'Cl ^ Tj I hk' iK'W i.iird is added ;iflei tlu' 

L first Lard and has the ^ianie 

background as ihc Ursi card. ^ 

The new aird appears on the 
screen, 

-'LP 

3- C-hnnse First from ihe (In menu, pr press - 1 . again. 

I lie iirsL eaid in the ^i.ilK 
appt-ars on die screen a^jin. 




4. Choose Cut Card from the F,dii menu. 

This reniovcs the first card in 
the stack and puts a copy ul it 
onto the Clipboard. (Tlie card 
[hat was second In the stack is 
now first.) 



V 







Currtni ord 



If you want to put the ftumer first card (iht- aird youVf cut) back 
into the stack, you need to do two niorc things: 

I . Go to the card you want the cut card to follow. 



V 



2. Choose Paste Card from the Edit menu, or press " -V 

The pasted card is added 
immediately after the card you 
were looking at when you chose 
Paste Card. 




Current c^rd 



1^ 



The pasted card appears on the 



screen. 
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Copying a aiixl You can copy a card inro another siack. or to anuthtrr location in the 
same stack. When you copy a card, you copy everything associated 
wiili it — iis backgroLUid, graphici. fields, text, buttons, and scripts. 

Heres !iow t{) make :i copy of a card: 

1 . Go to the card you want to copy. 

2. Choose Copy Card from die Edit menu. 

This puts a copy of the current card onto the Clipboard. 

3. Go lo die card you want the copied card to follow. 
It can be in the current stack or in any odier stack, 

4. Choose Paste Card from the Edit menu, or press '^ -V ^ 

The card is pasted immediately after die card you were looking 
at when you chose Paste Card. The copied card becomes the 
current card. 

The copied card acquires the naine of the original card (if rhe 
original card has a name). This means that, if the copy and the 
original arc in die s;imc stack, you have two cards in the stack with 
the same name. You might want to consider renaming one of them, 
so that each card in your stack has a unique nanie. ("Nammga 
Card/' laier in this chapter, gives instructions.) 

A Important: When you copy a card from one place ro another, 

you copy the card s script, coo (if it has one), and any scripts g 
associated with the buttons, fields, and background diat are pan 
of the card. Since scripts sometimes rely on the characteristics of a 
particiJar stack, you might encounter problems (such as unfamiliar 
messages) after you copy a card, "Copying Parts From Other 
Stacks" in Chapter 2 disctisscs diis problem. ^ 



U6 
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MoX'il^H il You Clin niovf ii cird to a diftcreni place within the s:inic srack, or to 

a ditlerciu stack. When you move a card, you also move everything 
j^Lsocrated with it — its background, graphics^ tiddi, text, buttons, 
and scripts. 

To tnovc a card, ^ollow these steps: 
L Go to the card you want to move, 

2. Choose Cut Card from the Edit menu. 

This removes die current card and puts a copy of it onto 
the Clipboard. 

3. Go to the card you want the cut card to follow. 
It can be in the current stack or in any other stack. 

4. Choose Paste Card from the Edit menu^ or press -V. 

i he pasted card is placed immediately alter the card you were 
kjoking at when you chose Paste Card. The pasted card appears 
on the screen. 

If you have pasted die card into a different stack than the stack from 
which you cut it> pasting the card also adds the card's background 
to the stack (unless the stack already contains that background). 

Important; Wlien you move a card from one place to another, you 
move the card s script, too (if it has one), and any scripts associated 
with the buttojis, fields, and background that arc part of the card. 
Since scriprs sometimes rely on rhe characteristics of a particular 
stack, you might encounter problems {such as unfamiliar messages) 
after you move a card, "Copying Parts From Other Sracks" in 
Chapter 2 discusses this problem. ^ 
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Milking t] L':\\x\ llu' lir.sl CAwI Moving a card to chc first p<)sicion in the stack requires several steps. 

in iIk' SlAck f^irst you have to make the card the second one in the stack, and 
dicn you have to move the first card out of the way. 

To move a card so that it's first in the stack, follow these steps: 

1. Go to the card whose position you want to change. 

1. Choose Cut Card from the Edit menu. 

This removes the current card aiid puts a copy oi it onto 
the Clipboard. 

3. Choose First from the Go menu, or press ' - 1 . 
The first card in chc suck appears. 

4. Choose Paste Card from the Edit menu, or press -V. C 

The pasted card appears on the screen — it s now the second card 
in the stacL 

5. Choose First from the Go menu again, or press '-1. 
The first card in the stack appears again. 

6. Choose Cut Card from the Edit menu. 

This removes the first card from the stack and puts a copy of it 
onto the Clipboard. (The card that was second in the stack is 
now first.) 

7. Choose Paste Card from the Edit menu, or press ' " 

The original first card is now the second card in the stack. ^ 



128 



Getting ijliorilialinil Using the Card Info command, you can get information about the 
lihoiK :i C\]\\ current card and change some of its properties. Follow these steps co 
get information about a card: 

1 . Make sure you have one of die General tools selected. 

The Browse tool (^), the Button tool or the Field tool (□) 
will work. 

2. Choose Card Info from the Objects menu. 
The following dialog box appears: 



Seltii [[iLsopiit>n 
loprokM the card 
rrt>m ijL'k'licn. 

Selet'itliis upiion 
[0 exdn Jl' [hi! cjrd 
and backfiTtiimJ 
fii'lds on iht' 
Luneni card liimi 
lexr searches. 



Intioduclior 



Card 10: ?)?B.\Card nwber L out of AO 



ContoiEii 2card fields,', 
ConUhs } cord buUtnt.' 

[script-] (Cftlort..] 



( DH j [ Cancel] 



[f your user 
levL-l is sei iti 
Scriplinj;, you c:tn 
cliL'k here [usee 
the card's script. 



ICIick here to .see 
I he Gird's color sds. 



[lie card's name 

The card's numl>er 
'["he turd's ID 
The nunilx^r of fields 
in lh(;cnrd layer 

Tile number of huiions 
in the card layer 



Click OK when you're 
ihfou^ (or dick Cancel 
to close tht dialog Iwix 
widioui saving any 
changes). 



Figure 3-3 Cietiinj" inl'onmtion alu)ul u cjrd 



3. When youVc finished, dick OK, 

Another way lo open the Card Info dialog box: If you are using the 
Home stack that comes with HypcrGird. ihe following shortcut 
opens the Card Info dialog box for the current card in any stack: 
While any General tool b selected, press ' to open the 
Message box; then type c and press Return. (This shortcut 
is built into die standard HyperCard Home stack.) -> 
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N:iinii\^ a lji 



tJciicriilly. ;i c,\rd Jocsru liavc ,i [lanif iiiiIcns you givt- ii one 
(or someone else does). The card name i.s one way HyperCard 
ideiui(iL\s a Liird. You usl' [he card w.nuc in llie MeJ^sagc liox lu 
bring die card into view. And you can use die card name to address 
the card through scriprs. 

it) nanie a card ur change irs name, follow these steps; 

1. Make sure you have one of die General tools selected- 

l lie Brtjw;;e toul {-h), die Billion tool or the l-ield rool (□) 
will work. 

2. Choose Card Into from die Objects menu. 

3- Type or change the card's name: m 



Curd H[)n?. 



lrttrodiict]on 



Card ID: 24?a Card rtunb»r I out oi 
Contains 2card fields. 
Corlains 3 cord buUOP(. 
QCon'i Delete 
□ Oon'lSeorch 

[Scnpl , ] [Colpr^ ] 



[Cancel J 



Tilt: tjrirs name 



Figure 3-4 \Liaiinj> ii card 



4, When you're finished, click OK, 



_1 Important: Don't use a number for the card name — otherwise 
HyperC!)ard might, tor example, look for card number 12 when you 
try CO go to the card named "!2." nii 
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Kxcllldinj; Cird The Find cuiTUiu^tKl (iii ilie Go mtnu) allows you to search ior 
and hackfirtaiiul lickis specific text in the fields of a stack. ("Li>Dkijig for Specific Text" in 
' tram It^Xl St:urL'llt' S Chapter I explains how to searcli for text.) When youVc searching 

for specific text in a large stack, you can speed your search by 
excluding any fields that you know don t contain the text you're 
looking for. 

To prevent HyperCard from searching in the card and background 
fields that appear on any panicular card, follow these steps: 

1 . Go to the card whose fields you want lo exck[de from icxl 
searches. 

2. Make sure you have one of the General tools selected. 

The Browse tool {-h), the Button tool (o), or the Field tool (□) 
will work. 

3. Choose Card Info (rom the Objects menu. 

4. Click the Don t Search check box to select it: 



Click here In extlude ihc ard'ji 

click again, you open the card's 
fields to texi searches. 



Cof d 10: ?328 Cord fiuiliii t out af MO 
Cu^iain^ ? cord fields 
Conloini ?cord buttont. 
nCan'tOeleu 
□ Don't Search 

[Script ] [[clor^ ) |f OK ]| ( Cancg] ] 



Figure 3-5 Excluding a card's fields From lexl searches 



5. Click OK, 

When you want to allow HyperCard to search in the card's fields 
j^ain, click Don t Search to deselect it (as shown in Figure 3-5)- 
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^ Si'i tfLiit: • "rxdudinj; Riitkgmiind Fields From Ttim SeATci\es" in this 
• "l^xdiidinga l-idti Frani Ibci Seardits" in Chapier 5 

ProlCClillj; .l awxl You can protect a oird from deletion, but you can t prevenr changes 

to a card unless you proreci the entire stack from modification (ai 
explained in "Protecting Your Stack'' in Chapter 2). 

lb protect a card from deletion, follow these steps: 

1, Go the card you want to protect. 

2. Make sure you have one of the General tools seleaed. 

The Browse tool the Button tool (^), or the Field coo! (CjJ 
will work. 

3- Choose Card [nfo from the Objects menu. 
4. Click the Can't Delete check box to select it: 



Click hert lo proiecl [ht- 
card from deleiion. If you 
click iiK:>in, yttu remove 
[he rjril'sp]\)iu:iinri 



Ccrd N(Bf . 



lntrodiJ{;iLCl 



Card ID: 2Q?t Card niiffb#rl out VO 
Contains 2 cord fields 
ConiQin^ 3 cord but Ions. 
nCan'i Delfte 
□ Don't Search 



[script. .] [Calnrs, ] 



Figure 3-6 Proieilin^ tiird 



5. CliekOK. 



i>li.ipScr j: Wv>rk!!ig Willitjrds jnd iijck^njunds 



You can't remove clif card from the slack while die Can't Delcce 
option is turned on. (You can. however delete rhe entire stack, 
taking the protected card with it.) 

When you want to delete the card, you can remove its proteccion by 
clicking Can t Delete again in the Card Info diiilog box ro deselect it 
(as shown in Figure 3-6). 



Chan^^ini; a card's Ctilor SCl The color set for a card determines the 16 colors currendy available 

for use by buttons, fields, and graphics on that card. You can choose 
from among at least five color sets for any given card: the standard 
system color set, a gray scale color set, and three others. You can 
also add a sixth color set to a card. And you can choose to have a 
card make use of wharever color set is currently selected for its 
background. 

When you change a card's color set, die colors of some or all the 
graphics, buttons, and fields on the card may change ro reflect the 
new colors. See "Changing Color Sets" in Chapter 6 for more 
information about the way the color sets for cards, backgrounds, 
and stacks affect the colors displayed on a card. 

To change the color set for a card, follow rhese steps: 

1 . Go to the card whose color set you want to change. 

2. Make sure you have one of the General tools selected. 

^ The Browse tool {-h), the Button cool (<^), or the Field too! (□) 

will work. 

3. Choose Card Info from the Objects menu* 

4. Click Colors. 

The Colors dialog box for the card appears. 
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5- Select the color set you want: 



These are the 
color sets iha: are 
available for ihc 
i.urf<;nt tard. 
Click [111* ont" you 
want [o use , - , 



Djsplou soUrs foF nofi ID 7926 




Standard i^iXn colors 
Other color sell- 



When disoLtitiiJig this cord: 
r Use thE^e GoJcrs 



OK 



^ [Ccncgl] 



. . , then press and hold ihe mouse buuon htre and drag [o 
choose "Use diese colors" (if i['s nul already seleaed) from [he 
pop-up menu. If you choase "Ge! colors from hackgrnund" 
mMead, llic' turd will use ihc lolors ctirrently specified forlhe 
back}^r(3Ufid no niai[er which color se: is selecied for [he card. 



Figure 3-7 Changing a ard's color set 

6. When you're finished, click OK to confirm your selection. 
You sec the Card Info dialog box again. 

7. In the Card Info dialog box, click OK. 

If none of the five color sets for a given card includes the colors you 
wane, you can add a sixth color set to that card from any document 
in die Apple Preferred File Format. "Impordng a New Color Set foi^ 
a Card or Background," in Chapter 6, describes how to do this. " 

You can also add a sixdi color set to a card by using a desk accessory, 
an XCMD. or HyperTalk to specify the colors you want. If you use 
a desk accessory or an XCMD to do this> any color set you specify 
while you're working in the card layer will be added automatically 
to the color sets for the current card and will be selected. For 
instructions on using HyperTalk co add a sixth color set to a card, 
sec tlie discii.s.sion of the col or Set property in the HyperTalk 
Help stack. 
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l)u!clin,y a ami To remove the current card from the stack, choose Delete Gird 
from rlie Hdil menu (or press ' -Delete). 'I^he current aud 
dusiippeiJr^ (uJiIew \i\ protected), aiid you see liie next card io 
ilic stack. 

^ Important: If you delete a card by mistake, you can bring ir back 
by immediately choosing Undo from die Edit menu, before you do 
anydiing eLse. A 

If you try to delete a protected card, you see the following 
dialog box: 



Can'i dtUu proUc ted card. 









Figure 3-8 Trying to delete a prmeaed card 

"Protecting a Card," eariier in this chapter, describes how to set and 
remove card protection. 

You can't delete the only card in a stack. If there's only one card in 
the stack and you want to delete it, choose Delete Stack from the 
File menu. 



A background serves as a template for a stack, or for some of the 
cards in a stack. Whatever s in a background is common to ail cards 
associated with that background. You place buttons, fields, and 
graphics in the background when you want them to appear on all 
the cards chat share the background. 



Working with 
hackgroLinds 



Chapter 3: Woriiing With Cards and Backgrounds 
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Theres no limit (beyond disk space) to the number of backgrounds 
a stack can have. In feet, every card in a stack could have its own 
background— but dial would defeat die purpose of backgrounds. 
Together, die elements in a background help communicate the 
purpose of die stack by giving a similar appearance and function to 
the cards that share the background. This makes it much easier for 
odier people to figure out what die stack is for and how to use it— 
and much easier for you to create and modify the stack. You can 
make changes to many cards at once just by changing elements in 
their common background. 

"'Ilie Card Layer Vetsus the Background Layer* in Chapter 2 

gives more information about the relationship between cards 

and backgrounds. ^ 

To see the background layer of the current card, choose Background 
from the Edit menu, or press l!.^-B. If you choose Background (or 
press I VB) repeatedly, you move back and forth between the card 
layer and the background layer. When youVe in the background 
layer, the word Background 2.ppcars in the menu bar. and a check 
mark appears to the left of die Background command in the 
fidit menu: 



. and the Background 
command is chtickcd. 



Cut 



Nw [aid 




When you're in 
the background 
layer, [he word 
Bachgrviitid 
appears in rhc 
menu Imr . 



Figure 3-9 w()rd Buck^rvuud -^ppem in the menu bar while you're worbng in 
A background 
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Willie yuu'rc working in ihc background layer you can gtt back to 
ibc card layi-r l>y cluHwing BackgroLind from rhc luJii menu again, 
pressing -B, or choosing the Browse rool. 

You can find out bow niaiiy cards share the current background by 
choosing Bkgnd Info from the Objeas menu (while any of the 
General tools is seleaed): 



Bkgnd [D: 77bO ^Fiorrd b)f ^ cords. 
Contain; 3 hactqmaA fictds 
Cental >s 7 backfrouruJ buttons, 
DCfln'tDslste 
□ Ooo'CSforch 

fScfiPt-J [Colors...! J^rj (ConcoQ 



ThLs number lells you 
how manycirtls inihe 
s[ack share ihc current 
background. 



Figure 3- 1 Seeing how many cards share a background 



To see how many backgrounds there are in die current stack, choose 
Stack Info from the Objects menu (while any of the Genera] tools 
is selected): 





StocliKMie: M 


Nber«: iHardDUVHu per Card. 




Stack contDins 7c«rds 




Stock Dontoijis 2 backgrounds. 




Sht of stack' m. 




Fref in^tock. 0K, 




[Scnpi.J (Cohr^...) ^ U 


l fCiinc?]] 





This number lells 
you how niany 
backgrounds are in 
ihe currem slack, 



Figure 3-1 1 Checkinji ihe nuiiilterofbackgrounds in a s[:ick 
Cliaprer 5: Working Wirli Cards and Backgrounds 
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dealing :i nuu Ixicklirnutxl When you wane some (bur noc all) of "the cards in a stack lo have a 

similar appearance or contain the same elements, you can create a 
new background to be shared by just those cards. 

To add a new background to a stack, choose New Background from 
the Objects menu. (You must have a General tool selected [o see the 
Objects menu.) This adds ro your stack a new, empty card wirh a 
blank background, imd puts you in the background layer of that 
card. The new, empty card is added immediately after the card 
youVe looking at when you choose New Background. 



Objects 



Cord Info... 
Bkgnd Info... 
Stock Info... 

New Buttan 

Hen Field 

Kew Background - 



The New Bairkground 
command 



Figure 3-12 Creaung a new background 



For information about adding buttons, fields, and graphics to your 
new background^ see Chapters 4, 5, and 6, respectively. 
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Moving IlLlXVLVn While youVc working with a stack that has more than one back- 
ground, it's useful to he ubie lu move hcrwceJi the backgrounds 
qLiicldy. I his caji lielp you keep an eye on the developing sr^ick, 
■ind it makes stack building faster and easier. 

When you're in a stack char has more than one background, 
you can move between the different backgrounds by following 
these sreps: 

1. Open the Message box. 

2, Type any of the following: 



'7 



90 to next background 



TTiis takes you to the firs: card of 
the next background in ihe stack. 



go to previous background 



I l ih iLikes you la tht iKJre^i card 
k)l [lie previous hackgroLind in 
Ihe Mack. 



go to background *'Eraplo«ees" — take, you to the first ord of 

-- -— the background nanied Employees, 

IFihere ii such a Irackground. 



Figure 3-13 Moving Ijtiweun badgrounds 
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3. Press Return or Enter. 

You go ininicduuely ro the first card with the specified 
backgrounds if the stack has such a background. 

If there s no such background in die current stack, you see the 
following dialog box: 




Figure 3-l4 When HyperCard carfl find a background 



For information on naming a background, see "Naming a 
Background," later in this chapter. 



Copying :i background You can copy a background from one stack to another, or from one 

place CO anodier in the same stack. To copy an existing background, 
you copy a card that has diac background. (When you copy a card, 
you copyevcrvthing associated with it, including its background.) 

To copy a background, follow these steps: 

1. Go to a card that has the background you want to copy. 

You can see the contents of the card s background by pressing ^ 
C'-B to go CO the background layer 

2, Choose New Card from the Edit menu, or press ~ -N. 

3. Choose Cut Card from the Edit menu. 

4, Move to the card you want the new bacl^ound to follow. 
It can be in the current stack or in another stack. 
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5- Choose Paste Card from the Edit menu. 

Tlic pjsied card bctonics [he current CLird- 

6. To make another card with this background, choose New Card 
from the Edit menu. 

This creates a new card with the same background as die current 
card (the card youVe just pasted). This card contains only 
the background elements — the background buttons, fields, 
graphics, and script — of the copied card. 

You can create as many cards with this background as you like 
by repeating this step. 

If you tiy to copy a background into a stack that already has thar 
background, HyperCard wont make die copy However, when 
youVe creating a lai^e stack with differenr sections, you might want 
the different sections to have backgroimds with different names 
(and IDs) that arc identical in every other respea. This way, you 
can move quickly between the sections of the stack by moving from 
one background to another, as explained in "Moving Between 
Backgrounds^ earlier in this chapter. 

You can get two identical backgrounds into a stack (with differenr 
names and IDs) by first making a temporary akerarion to the 
background you want to copy. (For example, add a bunon to the 
background temporarily). Then follow the procedure described in 
this section to copy the background. After you Vc copied the 
background, imdo the alteration you made to it. 

Important: When you copy a backgrotmd from one place to 
another, you copy the background's script, too (if if has one), and 
any scripts associated with the bunons arid fields that are in the 
background. Since scripts sometimes rely on the characteristics of a 
particular stack, you might encounter problems (such as unfamiliar 
messages) after you copy a background. "Copying Parts From 
Other Stacks" in Chapter 2 discusses this problem, _\ 
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Gcllinjl inlonilLllion Using the Bk^nd Info command, you can get informaiian about 
LlhtJlIl LI h:icki;n miul the current b;ickground and change some of its properties. 

Here's how: 

1. Make sure you have one of the General tools seleaed. 

The Browse tool (^), tlie Button tool or the Field tool (□) 
will work. 

2. Choose Bkgnd Info from the Objects menu. 

The following dialog box appears: 



Selai llns oi^iun 
[o proicci [he 
background from 
deleiion. 

Selea this option eo 
exclude the bjickgrountl's 
fickts Irum Ilxi -searLhes, 



The hjckurijund's The backt^rtiund's 
ilJ. n;iiiK- 



Bkgnd 



\ 



Bltgrrd ID:2?6lI. Shared by Scoidv 

ContDjni 3 backgraund f itLds. 

tonttrint 1 background huUm 
□ Can^tDdetf 
ODait'tSfDreh 



|] your user 
level is set to 
Scripting, you can 
click herein seethe 
liackiiittuntl's .script. 



_\ 



Click here 
10 see die 
t.xick^n3uitd's 
color sets, 



I'liv nuLJther ol 
Lards ihjt share 
this background 

The number of fields 
in this background 

The number of buttons 
in this background 



Click OK when you're 
through (or click 
Cancel to close the 
dialog box witliout 
saving any changes). 



Figure 3-15 Gcning information about u background 



3. When you re finished, dick OK. 
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<' Another way to open the Bkgnd Info dialog box: If you are using 
the Home srack that comes wiih HyperCard, che following 
shoncui opens che Bkgnd Info dialog box for die currenc 
background in any srack: ^X'h[le any General tool is selected, 
press ' .. -M to open die Message box; then type b and press 
Renim. {Tliis shortcut is builr into che standard HyperCard 
Home stack,) ^ 

Naming a backgruuiut Generally, a background doesn t have a name unless you give ii 

one (or someone else does), A background's name is one way 
HyperCard identifies die background. You can use the background 
name in the Message box to bring the first card with that 
^ background into view. And you can use a background's name 

to address the background through scripts. 

To name a background or change its name, follow these steps: 

1 . Make sure you have one of the General tools selected. 

The Browse tool (^^). the Burton tool {^), or the Field tool (□) 
will work, 

2. Choose Bkgnd Info from the Objects menu. 

3. Type or change the background's name. 

4. CUckOK. 

^ i-ALlLitlillji buckjirf^Linil The Hnd command {in the Go menu) allows you research for 
fields from text .St-archcs specific text in the fields of a stack. ("Looking for Specific Text" in 

Chapter I explains how to search for text,) When youVe searching 
for specific text in a large stack, you can speed your search by 
excluding any fields that you know don't contain the text you're 
looking for. 
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'lb prcvenc HyperCard from searching in die fields that belong to 
any particular background, follow these steps: 

1. Go to a card with the background whose fields you want to 
exclude from text searches. 

2. Make sure you have one of the General tools selected. 

The Browse tool (^)» the Button tool or the Field tool {□) 
will work, 

3. Choose Bkgnd Info from the Objects menu. 

4. Click die Don t Search dieck box to select it; 



Ciiifk ht're lo excluclL' die 
biickgrountl's fit'lds hon\ text 
searck'S, Ifyou click aji^in. you 
open I he liackgrtJund 's fields ic 
[en searches. 



8lBndID;26W Shared bv 33 carift 

Cnntairt^ 3 background iitiii. 
Ccntmns 2 bocl^ground butlMS. 
QCon't DflFtf 
□ tlon't Search 

[Stript,.,] [Zaltn..] I CK 



Figure 3-16 Excluding ;i b:ickgrnimd's fields from rcxi searches 
5. aitkOK. 

If you waiM to ;illow HyperCard ro scarcli in the background's 
fields, click Don i Search again to deselect it (as shown in 
Figure 3-16). 



^ Se/fa/sif: • "Exi;liidtngCiirdaiid B;wkgroiind Fielil-i I'ram TtKi 
• "Excluding A Field From Icke Searches" in Chapter 5 
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Protecting a background You can protect a background from delecion, but you can't prevent 

changes to a background unless you protea the entire stack 
_ from modification (as explained in "Protecting Your Stack" in 

■ I Chapter 2). 

When you protea a background from deletion, you cell HyperCard 
not to allow the removal of the last card that has the background. 

To protect a background from deletion, follow these steps: 

L Go to a card that has die background you want to protect 

2, Make sure you have one of the General tools selected. 

The Browse tool (^). die Button tool (q), or the Field tool (D) 
^ will work. 

3- Choose Bkgnd Info from the Objects menu. 

4. Click the Can't Delete check box to selea it: 



Click here Eo pioiixi 
ihe !iackground from 
dck'Uon. If you click 
a^m, you remove 
ihe b-iitk^fround's 
priik'dioii 



BkBnd Moie: 



BlrtndJD:2760. Shartd bu 5 cords. 

Contains 3 background f if Ids. 
CDntDjn^ / bacbsround buttons 
□ Enn'tDeJple 
LJ Don't Starch 

[Scfi|H.,J [colors...] I OK 



Figure 3-17 Prolfciing 3 background 



5. Click OK. 

As long as the Can't Delete option is turned on, you can't 
remove the last card with that bacl^ound from the stack. 
(You can, however, delete die stack, taking the protected 
background with ii.) 
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To remove the background's proccccion, dick Cant Ddete in the 
Bl^^nd Info dialog box to deselect it {as shown in I'igore 3-17), 



(^IlLinginii a back,^^<lLlncl s The color sa for a biickgroiiiid determine;, die 16 colors currently 
Colnr Ncl available for use by the cards that share the background and by ihe 
backgroLind's buttons, fields, aiid graphics. You can choose from 
among at least five color sets for any given background: the 
standard system coior set, a gray scale color set, and three others. 
You can also add a sixth color set to a background. And you can 
choose to have a background make use of whatever coksr set is 
currently selected for the stack. 

If you wish, you can select a color set for a card that is differenr 
from rhe color set selected for the card s background. If a card's ^ 
color set has nor been selected individually, the card makes use of 
the color set currendy selected for irs background. 

When you change a background's color ser, the colors of some or 
.ill the graphics, buttons, and fields in the background may change 
to reflect the new colors. See "Changing Color Sets" in Chapter 6 
for more infornration about the v^ay rhe color sets for cards, 
backgrounds, and stacks affect the colors displayed on a card. 

To change the color set for a background, follow these steps: 

L Go to any card that has the background whose color set you 
want to change. 

2. Make sure you have one of the General tools selected. ^ 

The Browse tool (h), the Button tool (^). or the Field tool (□) 
will work, 

3- Choose Bkgnd Info from the Objects menu. 
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4. Click Colors. 

The Colors dialog box for the background appear^;. 
5- Select the color set you want; 



These are the 
colur seLsthjUire 
availybJL' for ihe 
lurreiiL Imkynjund. 
Click the one you 
warn 10 use , , 



Display colors for bachgrourtd tD 2W 




\ mmi I I 1 S I nn dord s«st» colors 
Gran ^cale 



I I W J~rn Othtr coJor ^et^.,. 



T"m\ [ I ] 



Hhen dt^ploymB this bkgnd: 
I l/seth*ip colors 



1 



OKI [cancel J 



- - . then press and hold Lhe mouse bunon here and drag to 
choose "Use these colors" (if ii's nol already seiecied) from the 
pop-up menu. If ^ju choose "Get colons from slack" instead, 
your Slack will use the colors currently specified for [he stack 
no metier which color .set la^ selecied for the background. 



Figure 3-18 Changing a background's cobr sei 



6. When youVe finished, click OK to confirm your selection. 
You see the Bkgnd Info dialog box again. 

7. In the Bkgnd Info dialog box» click OK. 

If youVe working in the card layer of a card for which a color sec 
is seleaed that's different from the background s color set, you 
must choose ^.UB to see the cffea of the color set you just 
selected. 

If none of the hve color sets for a given background includes 
the colors you wajii, you aui add a sixth color set to char 
background from any document in the Apple Preferred File 
horiuar. "Importing a New Color Set for a Card or Background." 
in Chapter 6, describes how to do this. 
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VoLi can .ilso .idtl a iixth color .scl Cu a Luckground by using a tk'sk 
accessory, an XC:MI>. or HyperTalk ro specify the colors you want. 
I F you use a desk accessory or an XCMD ro do this, any color ser 
you specify while you re working in the background layer will be 
added autotnacically ro the color sees for the current background 
and will be selected. For instructions on using HyperTalk to add 
a sixth color ser ro a card, sec the discus^iion of the colorSet 
properry in the HyperTalk Help stack. 

Delclinji ;i h:ickj^lX)Ulul You caiVt delete a background direcdy. To remove a background 

from a stack, you must delete every card that uses the background. 
Or, if the stadc contains only one background, you can simply 
delete die whole stack, as described in ^'Deleting a Stack" in ^ 
Chapter 2. 

Follow these seeps ro remove a background from a stack without 
deleting the whole stack: 

1. Go to a card that has the background you want to delete. 

2. Choose Delete Card from the Edit menu (or press ''-Delete). 

The t^d disappc-ars unless it's protected. Ifthc card is protected, 
the following dialog box appears: 



Can*i Atiflt protect rd card 



rigufL- 3-19 'Trvinji lutldm' ii prfilLtK-d rjrd 



Sce"Pr(>icctinga (]ard/^ cadier in this chapter, for Instructions 
on removing ca.rd protection. 
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Tmportant: Ifyou delete a card by mistake, you can bring it back 
by immediiitdy choosing Undo from the Hdit mt-nii, before you do 
anything else. _l 

3^ Repeat steps I and 2 until you've removed from the stack 
every card thai has the backgrotind you want to delete. 

When Cant Delete is selected in the Bkgnd Info dialog box for a 
background, you cant delete the last cird with this background. 
(You can. however, delete the stack — including the protected 
background.) 

"Protecting a Background," eadier in this chapter, gives information 
on setting and removing a background's protection. 
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Working Witli Buttons 



hot spots" you can click to make 
things happen in stacb. For example, a bunon might take you to 
another card, show you a picture, launch an application, or run an 
animation sequence. 

This chapter explains how to do the following: 

■ CVc.ueand modily hLiitoiis 

■ Use the readymade buttons that come with HyperCard 

■ Use buttons to link informadon 

To do the tasks in this chapter, you must have your user level set at 
least to Authoring. For some of the tasks, your user level must be 
Scripting. When a task requires the Scripting level, the instructions 
say so. (The section "User Levels and Captions ' in Chapter 1 tells 
you how to set your user level,) 
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Adding a button to a 
card or back"rotind 



BuiEuns allow you Co link any piece ul infiH fiiaiion — d card, an 
idea, a piccnrc, an atldrt.sjy — -co any oihcr pifcf uf inturmation. You 
can ust buuoiii to liiik related intormatiuji in any way you like. 

Btic burtons have powers beyond linking — they can play sounds, 
dial a phone, produce interesting visual effects, or even show you 
a video sequence. 

Behind every button is a script diat tells HyperCard what to do 
when ynu click the butron. You can create or change a script using 
HyperTalk, HyperCard's English-like prt^^ramming lant^iia^e, 
1 h)weven you don't need to learn Hyper lalk to create interesting 
and powerRtl buttons. You can create a link without writing 
die script that makes it work. You can also copy buttons [with 
pre-programmed scripts) from other stacks — including the Buttoil 
Ideas stack that comes with HyperCard. When you copy a button, 
you also copy its script. 

Whenever you add a button to a stack, you need to decide whether 
you want it in die aird layer or the baci^roiuid layer. To decide 
where to put the button, consider where you want it to appear: 

■ If you want the button to appear on only one card, put it in the 
card layer. 

■ U you want rhe button to appear on eveiy L::»rti in the stack, put 
it in the background layer. 

■ If you wanr the button to appear on some <if rhe cards in rhe 
itack {hut not all uf them), consider creating a difterent ^ 
background for those cards and purting the bucron in that 
background only. C'Crearing a New Background" in Chapter 3 
explains how to add a background to a stack.) 

A background butuju appears In die same location on ;ill the cards 
that share the background. 
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To add a bucron ro a background, you mu^t be in the b.n.kgroQriJ 
layer; to add a burton to a card, you mmt be in the card layer. To 
go to die bacikground layer, press -B. When you're in die 
background layer, the word Back^ound appears in the menu bar. 
It you pres^J -B repeatedly, you move back and tordi between the 
card layer and the background layer 

^ See also: • "The Card Layer Versus the Background Layer" in 
CliiipEcr 2 
• "Creating a Bunon " in this chapter 



A Tlie tools for To work with buttons, you need the Button tool, the Browse tool, 
working with buttons -^^"^ P^^liaps some of the Paim tools. 



Use the Brtiwse inv^l 
to click bl[Iton^ 



h 


B 


m 

p 










□ 


o 




o 




A 






Figure 4- 1 1 



Use the Butlon 
!(X)I create and 
modify' hutlons. 

Use the Paint 
lools when you 
want lo create 
a graphic to 
ilispLiy thfoiij;h 
:i hiiuiin. 



To make it easy to alternate between the tools, you can "tear ofF' the 
Tonls menu to create a movable Tools palette. To do this, drag 
down throttf^h the menu and past the bottom or beyond cither side. 
(For an illustration oFthis. sec Figure 2-12.} 
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You can usf tlic followiiiji; -key shoricucs Co diuusL- chc lools you 
need for working with butcons: 

To choose this t*>oI . . . Press 

The Browse tool * "^-Tab 

The Burton tool ' -Tab-Tab 

^ Seeabo: • "U.^ing, HyperCard's Ibois" in Ch.ipier 2 



bpying reaclyjliacle HyperOrd comes with a stack caUed Button Ideas that contains 
buttons 1^^™^^ ^*^Py paste into your stacks. Some of these 

buttons have pre-programmed scripts that can help you develop ^ 
your own stacks. The Button Ideas stack includes buttons thiit 
launch applications, play sounds, make pictures disappear and 
reappear, and play animation sequences. 

You don I need to know HyperTalk to make the buttons with 
pre-programmed scripts work — you just need to understand whiit 
they do, so that you can use them appropriately in your stacks. 
These buttons are designed to work in virtually any stack. They 
don [ depend on your stack's stmcturc in any way 

You can copy buttons that you like Irom other stacks as well as from 
the Button Ideas stack. However, unlike die buttons in Button 
Ideas, buttons from other stacks may not work the way you expect 
in your own stack. See the section "Copying Pans From Other m 
Stacks" in Chapter 2 for informarion about the factors you need 
to consider. 
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Ikiiions Rjr opt-nin^ sUicks i\m 
k'oint- Willi MypLTCarx]: 



Ruiions rli;it hidu iind 
show [hL'i':ird piaurt- 




Calendar 



(Hide Picture) 
(Show Picture^ 



A IJiitlon ihjt plays An unimaied 
a sound; button: 




A buiTon [haf opens 
an applies lion: 




RppleUorks 



A hitirun [h:i[ 
quickly shows you 
iill the cards in dif 
Slack: 



Abunon Ehiit leis 
you ,se:irch for K'xi 
in a Slack; 



Q 



A button that takes 
you to the HyperCard 
Help ^lack; 



Figurt 4-2 SdUiL' rfLidyiiiiKk' buttons 

Copying hurrons from che Button Ideas .stack cin make stack 
building easier and save you a lot of rime. If you see a button you 
like, copy it and paste it into your stack. Note that in the Button 
Ideas stack, only buttons inside red borders include scripts. IFyou 
copy a button that doesn't include a script, you must write a script 
for it before it will do anything. 

Follow these steps to copy one of the buttons in the Button Ideas 
stack; 

I. Open the Button Ideas stack. 
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2. Go to the card that has the button you want lo copy. 

3. Choose tlie Button tool (^) from the Ibols menu (or ditk if 
on the Tools palette). 

4. Click the button you want to copy to select it. 

A moving dashed line surrounds the selected button. 

5. Choose Copy Button from the Edit menu, or press -C, 

This puts a copy of ihe selected butcon (including its script, 
if it has one) on the Clipboard. (This butcon replaces the last 
item you cut or copied; die Clipboard can unly hold one item 
ar ii time,) 

6» Go to the card or background where you want to put the ^ 
copied button. 

Use the iirrow keys or commands in the Go menu to navigare 
between cards while the Button tool is selected. 

If you're not sure whether to put the button in the card layer 
or the bacliground layer, see "Adding a Button to a Card or 
Background" at the beginning of this chapter. 

7. Choose Paste Button from the Ed'ii nienu> or press -V. 

This takes a copy of the button that s on the Clipboard, puts it 
on the current card or background, and selecis it. 

8. While die button Is still selected^ drag it to where you want il^ 
on the card. 



Imponant: fhe most common mistake in copying a button is 
putting it in the cud layer when you want it in the background 
layer. (To find our wherher a button is in the background, press 

'B to see jtisr the background elements,) If yon pm a button in 
the card layer by mistake, see "Movirig a Button Trom the Card 
lo the hackgroimd," l;uer in this chapter. _ 
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Iluiions for openinji siiicks ihui 
anno with HypL-rCiirti: 




Addresses 



Calendar 



lkiH(ms lfi:il hitlu ^iid 
.show lilt: t:iril pkluiV; 

(Hide Picture) 
( Show Picture) 



A button thai pinys An animated 
a sound: hiition: 




A button [hat opens 
an application; 




Rpplel^orks 



A buiton th:u 
(|uiLklph(>wsyo;i 
all ihc cards in the 
stack: 



A burton [hat IcLs 
you search for lexi 
in a slack: 



Q 



A button thai takes 
you ro the HyperCard 
Help suick; 



Figure 4-2 SiiiLif leudyinatk' liutliais 

Copying burtons From the Burton Ideas stack can inakc stack 
building easier and save you a lot of time, Ifyou see a burton you 
like, copy it and paste it into your stack. Note that in the Button 
Ideas srack, only btitrons inside red borders include scripts. If you 
copy a button that doesn't include a scripr. you must wrire a script 
i(jr it before it will do anything. 

Follow these steps ro copy one of the burtons in the Button Ideas 
stack; 

I. Open the BunoTi Ideas stack. 



Chapter Working ^'ilh Buttons 




2. Go to the card that has the button you want to copy. 

3. Choose the Button tool ('-^) from the Ibols nieuLi (or click it 
on the Tools palette). 

4. Click the button you want to copy to select it. 

A moving dashed line surrounds the selected button. 

5. Choose Copy Button from the Edit menu, or press -C. 

This puts -.i copy of the selected burton (including its script, 
if it has one) on the Clipboard. (This button replaces the last 
item you ctii or copiedj the Clipboard can only hold one item 
at a time,) 

6. Go to the card or background where you want to put the ^ 
copied button. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Button tool is selected. 

If you're not sure whether to put the bunon in the card layer 
or the biickgrotmd layer, see ''Adding a Bticron to a Card or 
Background'^ at the beginning of this chapter. 

7. Choose Paste Bunon from the Edit menu, or press V. 

This takes a copy of the button that s nn the Clipboard, puts it 
on the current card or baclvground, and selects it. 

8. While the button is still selected, drag it to where you want 
on the card. 

Important: The most common niistake in copying a button is 
[Hitring it in the card layer when you want it in the backgrotmd 
layer. (To find out whether a bunon is in the background, press 

-B to see just the background elements-) Ifyou put a burton in 
the aird layer by mistake, see "Moving a Button From the Card 
lu die Background," later in thi,s chapter. _ 
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IFrhc burton you copied indudes a scripr, you c^n test it after you 
copy ir — ^just choose che Browse tool and click che burron. 

You can see die HyperTalk coniniand:^ diat make che button work 
by opening the burtons script, as explained in "Opening a Buttons 
Scripr." larcr in this chapter. If the burton doesn c have a scripr, you 
can learn how to write one for it by working through che exercises 
in the HyperTalk Beginners Guide. 

^ Seenktf: • "Changing the Appeariince oJ'ii Butmn" in this chapter 



Buttons come in many different styles and sizes. A button can be 
blanks it can have text, an icon, or both; or it be placed over a 
graphic, so that che graphic appears to be part of the bunon. 

You can create a blank, transparent burton on a card or background 
by following rhesc steps; 

1 . Go to the card or background where you want the button. 

Jf you re not sure whether to put the bution in the card layer or 
the background layer, see "Adding a Button to a Card or 
Background" at the beginning of this chapter. 

2. Choose the Button tool {o) from the Tools menu. 
The pointer changes to an arrow {\). 

3- Hold down the ' key and drag diagonally. 

This creates a blank, transparent button and leaves die burton 
selected: 

llulddownihe ■ keyu'hiic 

yoLj (JrJ^ from Iktl' — ^ . 

' ' 10 here. 

Figure 4-3 Creaiing a blank burton 



Creating a button 
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You oin bring the button to life by linking ii lu another Ciird or 
writing a script for it (if you're femiliar with HyperTalk), ''Linking 
Iiitormaiion." later in this diapter> gives instructions for linking. 
For informarion on scripting, see the HyperTalk Begifiner's Guide. 

The seaions that follow explain how to create new buttons with 
text, icons, and graphics. 

^ Steaho: • "Changing the: Appcaxance of a Bucion" in ihis chapier 



Creating a luitlon Displaying text on a button is one good way to indicate what the 
with text button does. 

Creating a text button is also a useful way to add a short rexi label 
to a card or background- — whether or not die burton does an)thiiy 
dynamic. Button text is easy to move around on the card, because i[ 
moves when you move the button. 

Follow these steps to create a new button with text: 

1. Go to the card or background where you want the button. 

If you're not sure whether to put the button in the card layer or 
the background layer, see "Adding a Buaon to a Card or 
Background" at the beginning of this chapter, 

2. Make sure you have one of the General tools selected- 

The Browse tool (•^), the Button tool (<=>). or the Field tool [□) 
will work. ^ 
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3- Choose New Button from the Objects menu. 

Tliis aiicnmatically selects the Button rnol> creare.s n biirron 
named New Button in the center ot the card window, and selects 
the burton. 



^ , The moving dashed 

; Hew Button I line indicarcii ihin the 
hiiiloij sokmtl. 



Figure 4-4 A hiiiuin created with tlie New Uutlon (.x>niniand 

■> Another method: You can create a blank, transparent button 
by choosing the Button tnoK then pressing and holding rhe 
key while you drag diagonally (as shown in Figure 4-3)- * 

4. While the button is still selected, choose Button Info from the 
Objects menu. 

Or double-click the button. The Button Info dialog box 
appears. 

5- Type the text you want to display on the button: 



The text you iy|je iicre h 
^li^played on iht hulUin . . . 

, if Show Name is ."^elateil, 



GhDw Ihp Topics 



Card button ninber 2 Cord button ID. Z 
^SriDw Ndite 
^fluto KiLite 
QSliDteHilile 



St*(l( I rgctgngle | 
Fovnu I PCnong) | 



[ Icon. ] 



(Link To. J ( Font.. ) 

(script ! (colors .) I OK | [Cancel] 



Figure 4-5 l\'ping the text you want lo display on liie hunon 
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6. Click die Show Name check box to select it. if tr isni already 
selected. 

7. Click OIC 

The text you Vc typed appears on the burton. (A button can 
display only one line of text,) To sec all the text, yoti might have 
to enlarge the button: 



I Ju^rruui Liny Loincr 
Figure ^-6 Hcsizm^j bii[It.m 



If the button is no longer selected, yon can selea it by choosing 
the Button tool and then dicldng the button, 

8. While the button is selected, drag it to where you want it on 
the card. 



A Important: The most common mistake in creating a button is 
purring it in the card layer when you want it in die background 
layer, {To find otit whether a button is in the background, press 
" 'B to view just the bacltground elements.) If you put a button in 
the card layer by mistake, see "Moving a Button From the Card to 
die BiK-kground/' later in this chapter. _ 

You can bring the button to life by linking it to another card or 
writing a script for it (if you're familiar widi HyperTalk). "Linking 
Information," later in this chapter, gives instruaions for linking. 
For information on scripting, see the HyperTalk Be^nner's Guide. 

Another kind of text buttoii: Another way to make a button 
with text is to create a transparent button and place it over 
some Palm rcxt. The advantages and disadvinuiiges of this 
method are described in "Crearing a Button with a Graphic.' 
later in this chapter. * 
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^ Se^abo: • "Changing ihe Appcaratict: oi ^ Burton" in rhU chapter 
• "Wht'ii F.U'mcnrs Ovi^fhip" in lliis i.h;ij«tT 

Crcuting button HyperCard comes with a collection of icons you can assign to 

with un icon buttons. Displaying an icon on a button is one good way co indicare 
graphically what che button does. 

Creating a button with an icon is also a useful way co add a graphic 
element to a card ur background, whedier or noc rhe burton is 
dynamic. Since the icon is attached to rhe burcon. you can move 
ir around easily — i( nnjves when you mitve the bniion. 

Follow these steps to create a new burton widi an icon: 

1. Go to the card or background vs^iere you want the burton. 

If you're nor sure whether to put die button in the card layer 
or the background layer» see "Adding a Button to a Card or 
Background" at the beginning of this chapter. 

2. Make sure you have one of the GeneraJ tools selected. 

The Browse tool (^), the Button tool or rhe Field tool (Q) 
will work. 

3. Choose New Button from the Objects menu. 

This automatiailly selecLs the Button tool, creates a button 
named New Button in the center of the card window, and selects 
the button. 



^ , The moving dashed 

; New Button ! lin^ Indiejtesihauhe 
J huiion is sdca^jcl. 



Figure 4-7 M:iking ;i now buitun 

Annfher method: You can create a blank, tran.sparent button 
by choosing the button tooL then pressing and holding the 
key while you drag diagonally (as shown in Figure 4-3). ' 
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4. Wliile the button is selected, choose Button Inlb from tlie 
Objects menu. 

Or doubie-dick the burton. The Burion Info dialog box 
appears: 



II this opiion jsscltcrtd 
.mJ liLitiun lLl^ .1 

will .ipiKMI' IHT iliu 

IniUon uloni? will: ihu 

Click liefL' lu ;i 
L'olleiiion of icons 
yuu can chiktwcl roil 1 



4 Sir ButtDI^ 



But ion Homt 
Bkgrtd buuon nunbci 3 Bk^nd buuofi [D Si? 
^ShowHme style: | rpctongEf ~1| 

□ Shore HilLte 

[ hon... ) 



FobiIh: I O(none) h 



(UnTTTj [ Font- ] 

[Scnpt . ] (C&ICF. 1 ( CK J (ConcM J 



Figure 4-8 Thu liuiltin Inlu dialog box 

5- Click Icon. 

The Icon dialog box appears: 



o =0 <fl t> Ji 



[ Jlcmt ] fConcgl 




|[ [Ik' icon you setcci isn'l eniirely visible, press 
and hold the nioiist- huiuin here in see whut tlie 
wIkjIc icon kwiks like. 



Scmll. if 
ncces.sj ry. to 
Jimi [hf icon 
w^m to di^iplj^ 
iPii diL' luitinn. 



Figure 4-9 Clioosin^ an Lcon 



ClKipkT'i Vt'orkinLj VC'uh lluuons 



6. Click the icon you want to display on your button. 

7. Click OhL 

TTie Icon dialog box disappears and you see chc Burton Info 
dialog box again. 

8. In the Button Info dialog box, click OK. 

The icon you've selected appears on the button. To see the 
whole icon, you might have to enlarge the button: 



Figure 4-10 Kc'Sizin^j ii !>iiiioii 



9. While it's still selected, drag the button to where you want it 
on the card. 



Important: The most common mistake in creating a burton is 
putting it in die card layer when you want it in the background 
byer. (To find our whcdier :» button is in the backgrotuid, press 

-B to view just the background elements.) If you put a button in 
die card layer by mistake, see "Moving a Button From the Card co 
the Background/' later in this chapter. ^ 

If you don I want to use any of the icons shown in the Icon dialog 
box, you can copy a button with an icon you like from the Button 
Ideas stack or create your own icon using die Icon Editor stack. 

If ytui want lo change the colors of the icon displayed on your 
button, see "Changing a Buttons Colore/' later in this chapter. 
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You can bring chc butron ro life by linking it ro another card or 
writing a script tor it (if you're familiar with HyperTalk). "Linking 
hifurmaiion," later in this chapter, givc:^ in,su uctionfi for linking. 
For information on scripting, see the HyperTalk Beginner's Guide. 

^ See aba: ■ "Managing Icons" in ihU chapter 

■ "Changing [he Appearance of a Button" in this chapier 
' ^When Elemcnis Overlap" in this chapter 

O mibininii tf \i with aii icon 

You ciJi add text to a button tliat already has an icon. Tolluw 
these steps: 

1. Choose the Button tool (^) from the Tools menu, 
1. Double-click the button. 

The Button info dialog box appears. 
3- Type the text you want to add to the button. 

4. Click the Show Name check box to select it. 

5. Click OK. 

The text appears along with the Icon on your button. To see all 
the text, you might have to enlarge the button: 




^ome Sweet Homi 

■ t 



resize lhi_' buium, 

^ tirag from any corner. 

Figure 4-1 1 An icon with lexl 
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Creating a button You can make a burton with a graphic by placing a transparent 
wilh ;i yniphit' butcnn overn gniphic. Use this technique when yon want to make 
a graphic dynamic — so chat something happens when you click it. 
(Since a graphic can't have a script, overlaying a button is the only 
way lo do thisj 

A Important: Buttons with graphics are difficult to move and copy, 
because buttons and graphics are different kinds of elemenrs. They 
have to be manipulated separately, with different tools — you use 
the Paint tools to manipulate the graphic and the Button tool to 
manipulate the button — and diey'te in dillereni layers (as explained 
in "When Elements Overlap,'' later in this chapter). It s better to 
tisc a button with an icon (if possible}, because an icon is attached 
to the button and moves easily with the button. A 

Follow these steps to create a button with a graphic: 

1. Go to the card or background where you want the graphic. 

!f youVe no: sure whether you want the graphic in the card layer 
or the background layer, see 'Adding Graphics to a Card or 
Background" in Chapter 6. 

2. Create the graphic 

You can create it with the Paint tools, scan it in, bring it in from 
a document in the Apple Preferred File Format, or copy and 
paste it from another stack. The graphic can include some Paint 
tact, or it can be entirely Paint text. Chapter 6 gives instructions 
for creating graphics. 

3. Choose the Button tool ('=>) from the Tools menu. 
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4. Press and hold die key while you drag diagonally to create a 
button around the graphic: 



^Tiik holding clown [he 'key, — 
tlray [rum the upper-kfl corner 




; , [o liic ItMer-right curner 



Figure 4-12 I'ljung a irjnsparL'ni hmion over a graphic 



You can bring ihe burton to life by linking Ic to another card or 
writing a scripr for it (if you're femiliar with HyperTalk). ("Linking 
Information," later in this chapter, gives instructions for linking. For 
information on writing scripts, see the HyperTalk Beginner's Guide.) 



Managing icons Hypcrc^ird comes with a collection of icons yoii can asi^ign to 

burtons. Assigning an icon to a button is an ea-^y way to add a 
graphic elemejii lo a card or background. You dimply select the 
burton and choose an icon from the Icon dialog box. ("Cteatinf;; 1 
a Button With an Icon," earlier in this chapter, gives specific 
instructions,) 

An icon you .issign in ^ button is nssoci.ited with [hiir button until 
you specifically ch.iiige it in the Icon diJug box. When you select 
the bunon and drag it around on a aird, the icon moves with it. 
But the icon is not actually stored in the button. 
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Each icon that appears in rhe Icon dialog box is stored in a special 
pan of the HyperCard program file (or a HyperCard stack) cdled a 
n'soum fork Most Apple Ilus fifes — including the Hon^e stack and 
any nrher HyperCard stack — liave a resource fork, where resources 
like icons, sounds, and so on are stored. The icons that appear in 
the Icon dialog box include the standard icons that are stored in the 
HyperCard Ilc.-S program fde, any icons that are stored In your 
Home stack, and any additional icons stored in rhe current stack. 

Using HyperCard's Icon Editor stack, you can modify an icon 

that's displayed on a button, create icons ot your own, and add 

icons to y<uirsiaclis. The Icon Editor stack tells you how. Once you 

have created or modified an icon, you need ro consider where you 

want to store it so that it will be available to the stacks in which 

vou want to use it, 
■ 

For example, if you create an icon and install ir in any stack other 
than Home, it will appear in the Icon dialog box for buttons in that 
stack, bur ir will not appear in the Icon dialog box for buttons in 
any orher stacks. If you expecc to use a particular icon in several 
different stacks, install it in your Home stack. That way it will 
always show up in the Icon dialog box no matter which stack 
youVe working in. 

\\ your Apple IIcs is part of a network, you may want to consider 
a different strate^. Each person using HyperCard over a network 
uses a different Home stack. This means that any custom icons 
youVe installed in ycnir own 1 lome stack won't be available [o other 
people on the network, Ifyou're creating a stack chat you want 
everyone on the network to be able to use. make sure that any 
custom icons assigned lu buttons in that stack are stored in the stack 
itself as well as in your Home stack. That way your custom icons 
will he availiiblc to everyone who uses your stack, even if they doiVt 
have ihem installed in their own Home stacks. 

The Icon Editor stack allows you to install icons you Ve created 
with the Icon Editor in any other stack. You can also install an 
icon by copying and pasting a button, or by using the hnpun 
button in the Icon dialog box. The sections that follow explain 
these two methods. 
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Installinj; an icon To copy an icon from any stack ottier than the Home stack into 
by pa.Sting a button another stack, follow these steps: 

1. Go to a stack that contains a button with the icon you want to 
install. 

2. Choose the Button tool (q) from the Tools menu. 

3. Double-click the burton. 

The Ruiton Info diakig box appears, 

4. Click Icon. 

The Icon dialog box appeals. 

5. Make sure the icon you want to copy is installed in the curret^ 
stack: " 



{if it's nol alreatlv sclu'ted) 



Ifrhu Inijiorl biiiinn i> 
(liEiiinud, ihu iCL^ii is s[iti'.\\ 
in ihcaim.'m sUik 



ID "Bufl]'- lr» -'AMlHJIlTOllSIKr 




a Q ^ O^. -» 
S if^ A <^ ^ 0^ 



. .lilt! nukL' sun^ ihc 
[laini? ahuwn hcTf is rlic 
mine ufiiit currL^ri Mack. 
H i; i^m, gon>rhi."srjLk 
with ilu' riiiniL' sluAvn nnJ 
begin ii^ain wiili siep 1 

Scroll, if necessjirv'. lo locili.' 
iliL' it'on yfju wiini la copy. 



6, Click Cancel. 

The Icon dialog box disappears and you see the Button Info 
dialog box again. 
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7. Click Cancel again. 

I he [^liiioii Jnfo tli;ilijg lnjx dfs;i|i|KMrs- A nioviti^ *l:islittl 
line surrounds the burton you want to copy, indicating that it 
Is selected. (If you deselect it by accident, just click it again to 
select if,) 

8. Choose Copy Button from the Edit menu, or press ' -C. 

This makes a copy of the selected button (including its icon) and 
puts it on the Cliplxiard. (This butron replaces the last item you 
cut or copied; the Clipboard caii only hold one item at ^ time.) 

9. Go to the stack in which you want to install the icon. 

Use the arrow keys or commands in the Go menu to navigate 
between cards white the Button tool is selecfcd. 

If you just want to install the icon, you can go to any card or 
backgroimd in your stack. If you want to use the bunon (and its 
script) as well as the icon, go to the card or background where 
you want the button to appear. (IfyouVc not sure whether to 
put the button in the card layer or the background layer, see 
"Adding a Button to a Card or Background" at the beginning 
of this chapter.) 

10. Choose Paste Button from the Edit menu, or press -V. 

This takes a copy of the button that's on die Clipboard, puts it 
on the current card or background, and selects it. At the same 
time, pasting the button installs the buttons icon in the current 
stack's resource fork. 

11. If you want to keep the button, drag the button to where you 
want it. 

If you don't need the button. pres.s Delete lo delete it. The icon 
remains in the stack and will appear in the Icon dialog box for 
any button in that stack. 

The icon youVc insi:ilkd will now appear in every copy of the stack, 
even if the icon is not installed in the current Home stack. 
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llSUlIlinj; an icon Witll tllC lb copy iin icuji from your Home si;ick iiuo ojioiIkt scuck^ follow 
lain tliukjg I^OX tiicsc stqw: 

1 . Go to the stack in which you want to install the icon. 

2. Choose the Bunon tool (a) from the Tools menu. 

3- Double-click the button on which you want to display 
the icon, 

I'hc Burton Info dialog box appears.CYou niust follow [his step 
and the steps that follow even it the button already displays the 
icon you wantj 

4» Click Icon. 

The Icon dialog box appears- ( 
3- Install the icon as shown in this figure: 



Click the icon its select ii 
(if il's nni alre-ady selcacUl . , . 

, , , ihfn dick licit' U) impun 
ihe icon into cuncnt ^iiKk. 
{\[\\k- liiipnri huHiMi i> 
ilunnicd, iliiMcon isiiliv;idj 
m ihi' i uiii'Ml k .tiki 
V'^Li ikini nccJ to iLn[)i)ri ii i 



ID J37L'"Sufll"tri»"}lDMF" 


Q ^. 

m i£i 


^ m ^® 

^ ^ ^ s 

<^ <P Q 






1 mt J (Cflicti ) [ ox I 



Figure 4-14 liisiallin^ jn icon w it li ihc Icon dialog box 



The icon is now installed in the current stack. 
6. Click OK. 

The Icon dialog box disappears and you see the Bunon Info 
dialog box again. 
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7. Click Cancel again. 

I lu' Riiiton Iiiti> tiiain^ hnx tlisapptMrs. A tTic>viii|^ thrshul 
line surrounds the button you want to copy, indicating that ic 
IS selected. (If you deselect it by accident, just click it again to 
select it.) 

8. Choose Copy Button from the Edit menu, or press -C. 

This makes a copy of the selected button (including its icon) and 
puts ic on ihc Clipboard. (This button replaces the last item you 
cut or copied; the Clipboard can only hold one item at a dme.) 

9. Go to die stack in which you want to install the icon. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Button tool is selected. 

If yoLi jtist want to install the icon, you can go to any card or 
bacl^round in your stack. If you want to use the butron (and its 
script) as well as the icon, go to the card or background where 
you want the button to appear. (If you're not sure whether to 
put the button in the card layer or the background layer, see 
"Adding a Button to a Card or Background'' at the beginning 
of this chapter.) 

10. Choose Paste Button from the Edit menu, or press -V. 

This Hikes a copy of the button diat's on die Clipboard, puts it 
on the current card or background> and selects it. At the same 
time, pasting the button installs the button's icon in die current 
Slack s resource fork. 

1 1 . If you want to keep the button, drag the button to where you 
want it. 

If you dnnr need the burton, press Delete to delete it. The icon 
remains in the stack and will appear in the Icon dialog box for 
any button in thai stack. 

The icon you've installed will now appear in every copy of the stack, 
even if the icon is not installed in the current Home stack. 
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Installing an icon VVilll the 'to copy an icon from your Home scjcti iiuo ;uioclit:r suxck, follow 

Icon diaioj^ h(^x choicsccps: 

1. Go to the stack in which you want to install the icon. 

2. Choose the Button tool ('^) from the Tools menu. 

3. Double-click the button on which you want to display 
the icon. 

The Burton Infn dialog box appears. (You must follow this step 
and the steps char follow even it'the button already displays the 
icon you want.) 

4. Click Icon. 

The Icon dialog box appears. ( 

5. Install the icon as shown in this figiu"e: 



Click icon Lo kcIcci il 
(if it's not lilrtLidv seleaetl) . . . 

. . . ihtfn click here hi mpon 
the icon iiiu> ihe Luneni siack 
U! ihL' hijpon huiinn \^ 

(Jimiiicd. lliL' icfin is :i1iv;itl\ 
^Ininl III lliL' I iiu^'itl ^|,k]^ hIikI 

y<JLi Jiini [iivJ 111 fni|i*K: ii. 



l0.137?"Siinr'rr«ii"HM' 




®! ^ <^ □ 

O Q ^ ^ -c^ 
ffil 1^ * ^ =0 CP a 



1? 



f Vipf ) [[iiiBort 



Figure 4-14 Insdllmji ;m icun with ihc lam dialog box 



The icon is now installed in the current stack. 
6. CliclcOIC 

The Icon dialog box disappears and you see the Button Info 
dialog box again. 
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1. In the Button Info dialog box, dick OK, 

The icon youVe installed will always appear in che Icon dialog box 
for your stack, even if die icon is not installed in the current 
Home stack. 



LOCUting buttons Many of the buttons in stacks are easy to locate right away. But 

some buttons are harder to find — particularly transparent ones. 

You can locate the buttons on che current card and background 
using any of che following methods: 

■ While che Browse tool is selected, you can "peek" at the buttons 
by pressing and holding che and Option keys. Gray or colored 
reaangles appear around the buttons: 



Thin reciangles ouiline ihe 
IjuIUjiis in ihe t'iiril byer 



i>^"cti» I ^^^Ea V C^^-"?' colors ] 



Thick rectangles outline the buttons in thel 
background layer 



Figure 4-15 l*eekinga[ bunoas 
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■ Wlicn you choasc rhc RLirrun rool from the Tools menu, 
rectangles appear around die huccons rhar don't already have 
iui outline: 



When ytHi 
choose [hi: 
Button Ibol 




, , , rectangles appear 
around die liunons. 




Figure 4-16 Locating button,^ with the Bunon icxd 

■ Some stacks have hidden buttons. To "peek'' at all the buttons 
on the current card and background — including any hidden 
buttons — choose the Button tool from the Tools menu, then 
press and hold die ' and Option keys. Gray rectangles appear 
around all the buttons: 



Will')! you cIki'I^C lilt' IlllllfJll 

and press " -Option, rednngles . . - and \he 
, outline tlie vlsibli- bimons . . . hidden bullons. 




Figure 4-17 Petkinji .ii all The buttons— Ixnh visibk und hidden 



Chapter 4: Workiap With Buttons 



Changing 
the appearance 
of a button 



Once you've created or copied a burton, you can change its 
appcLirance by resizing it, chnnging its style, adding text or an 
icon CO it, changing or removing its texr or icon, or changing its 
color. This section explains how to make a button look the way you 
want it to, 

^ Note: You can change the appearance of both card buttons and 
background buttons while you Ve working in the card layer. You 
don t have to be in the background layer to modify background 
buttons, -fl- 



Changing the size To resize a button, follow these steps: 

^ U on I Choose the Button tool {'^) from the Tools menu. 

2. Click the button you want to resize to select it. 

A moving dashed line surrounds the selected button, 

3. Drag from any conier of the button: 



l)r;jLi rriini ,iTiy Lomei 
[o it'size the bunon. 



Figure 4-18 Umnjjingj Inilluriit size 



To resize the button in one dimension only — either horizonrally 
or vertically — hold down the Shift key while you drag from a 
corner. 

* Ifyoii move the burton histead of resizing it: Choose Undo 
from the File menu to return the button to its original 
position and tEy again. Make sure you drag from a point 
dose to a comer of tlic button. ■;■ 
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A Iniiuiji liavL- .luy oik- i>l sl-vcji styles. Lx^unplcs oi ilic .sl'vl'II 
biitron styles iire ssliown in the following figure, along with the 
iiiiiiicj; oi llie styles; 



opaque 



rectangle ] : [ 



shadow 



round rect ^ i '- 



ThewkintlsofburujnHS 
jR-jllopiique. 



TIk- hik'k^iriiiinJ ^Im^^ [hioiJt;h 
lilt' [cxi part oJ ihL'sf buUon^. hul 
not ihmugh ihf bunm pEi, 



Figure 4-19 The button styk^ 

To set the style for a button, follow these steps: 

1. Choose the Button tool ('^) from the Tools menu, 

2. Click the buuon to select it. 



(1ui|jltT ^ Working With lUniuns 



3, Choose Button Info from the Objects menu. 
The Uutiuji IjiIo dialog box ajipc;»rs: 



Button >lan« 



Dcrrd button nuiber: 6 Card button ID 7 

^flUtoHilitf , r-T7 rn 

[ Icon ] 
[link To J [ Font . j 



[SEript . ) [colors...] ([^ OK ]| [Conpel] 



Figure 4-20 The ButUin Info dinlog hox 

4. Press and hold die mouse button over the pop-up Style menu 
and drag to choose a style: 



ivtiiiiiiik-, wiih [UMLStlilf IkjuIlt 

Makes the button an opaque 
fwhiiei reaiingk', with a sh:!d()W 
;ikmj> the n^hl side .ind horiom. Pf^nii 1 if 



MLikes n small square liuncm 
wi[h an U]>uque mlLTior. 




shodow 
round rect - 
check box 
radio button 



foK I [Concel] 



Mjkts l)iii[[)n trjn^pareni. 
widi no vi.sibk' l^jrdi'f 

Makes the biilion an upiique <whi[e) 
rtttangle with a thick black border. 

Makrs .m npaqiK' fwhile) 
rounded rcaanj;ubr hutiun 

Make?* a small raund bulton 
widi an opaque in[erii>i. 



l^igure 4-21 Ctioo-sinH a buiion's ,siylc 
Chjptcr -\-. Working With lJuiions 



175 



For :i hiition with an icon, cluri i thoo.sc t-'ichcr rht- check h<JX or 
fhf TiKlio biiEcon styk- — if yoii do, you wont sec the icon. 

5. Click OK. 



Adding, changing, 
or removing 
button text 



Seninj; ihu tonnat 
for button texl 



To add, change, or remove button text, foUow these seeps: 

L Choose the Burton tool (q) from the Tools menu. 

2. Click the button you want to change to select it. 

A moving dashed line surrounds the selected button, 

3- Choose Button Info from the Objects menu while the button 
is seleaed. 

The Button Info dialog box appears, 

4. Type the text you want to display on the button; or press 
Delete, if you want to delete the text. 

You can also remove the text from the button by clicking the 
Show Name check box to deselect it. 

5. Click OK. 

If you want to change the colors of the text displayed on your 
button, sec "Changing a Buttons Colors>" later in this chapter. 

To change the font, style, a'r/^, or alignment of the text chat's 
displayed on a button, follow these steps: ^ 

1. Choose the Bunon tool (q) from the Tools menu. 

2. Click the button you want to change to select it. 

A moving dashed line surrounds the selected bntton. 
3^ Choose Text Style from the Edit menu, or press -T. 
TheTexi Style di.ilog bt>x appe-ars. 
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4. Choose from the options in the Text Style dialog box: 



Clit:k 10 selftT dv deselect one (^r 
more lext styles. (Select nothing for 
plain Eext.l The sample text At the . 
J>oiLom o^ tile dialog lw)\ shows iIki 
effect of the selected styles. 

Press and hold the mouse hu[rt)n here . 
see ;i pop-iip meti!i for£'fi()[)slni; 
the Hili^iiiiiieiU ol leM on lln hiUlon 



Click loseleadie 
font you wan!. 



□ Bold 

□ ttalic 

m iji^dfi ] Liic- 

□ Shodw 



Click to select a font 
size (measured in 
piiinLs). 



Courier 
Efenfvo 
fteWptiGQ 



■0- 



OK 



([0J1»ll 



fh? quich brown ton juiirs over Ihf lofy dop. 



Font Sj2«; 

■X 



This shows wlijt the EeM un 
your Jiuiifm will loi^k likt. 



To use 11 font size nor 
listed, iy|>e it here. 

Tins inimJierdi]es iini 
aifect die way the leM 
looks on -1 button. fOnly 
one line of texT can ^ho\y 
on a button,) 



Figure 4-22 The Text Style dialog box 

5, CUckOK. 

The burton s cexi is displayed in the fotmar you Ve specified. 

A^^signing, changing, To assign a new icon Co a button, assign a difFerent icon co a buirron, 
or removing an icon or remove a buttons icon» follow these steps: 

1 . Choose the Bunon tool (q) from the Tools menu^ 

2. Double-click the button you vmit to change. 

The Button Info dialog box appears. 

3. In the Button Info dialog box, dick Icon. 
The Icon dialog box appears. 
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A. Select an icon for the button, or remove the icon, as shown in 
the following figure: 



To display an icon 
on iht' hulton (or 
assign ihf hullon w 

click Uf seleci the 
noil \m \^';ini 



IS. i (rii>ii(j 



Q ^ ^ <^ « «1 

^ ^ o ^ ^ O' ^ 




Click here if you wani 



If ihc ict.>n you sclcci isn't 
i-riiirdv visil»U", fiFcssntnil lo aniovcilic I'lilUMis 
tioki ihc mouse huiiun icon, 
hert' \\) SLV ^vli:il llit 



Scroll, ir 
necL'Ssary, to 
find rlu- icon sm 
wm [iidisplny 
WW ilic buuon, 



Figure 4-23 Selling and removing an icon 

5. Click OK. 

The Icoti diitlog box disappears and you see the Burton Info 
diaioj^ box again. 

6. In the Button Info dialog box. click OK. 

Vt \K\\ t^imnn displav^ ilio icon yonVf chosL-n. ^ 

If you don't want to use any of the icons shown in the Icon dialog 
box, you can cither copy a button widi an icon you like from [he 
Button Ideas stack or create your own icon using the Icon Editor 
stack. 

If you want to change the colors of the icon displayed on yout 
button, see rhe neict section, "Changing a Button s Colors." 
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Chiinging 'A hullons 
colors 



Yini choose tilt' colors ftir four tliffcrciu parts of a iiiinoii: the 
iani from, iLon hack, hiirrnn fmnic, and hutron cc\r. R:ich pare is a 
JJIiLTciit colur 111 the button shown here: 



Fnini 




Home 



J-r.tJtif 



Higiire 4-24 Till.' hnr p:ir!>i of ;i hutiiin 

To change a burtons colors, follow these steps: 

1. Choose the Button tool (q) from the Tools menu. 

2. Double-click the button you want to change. 
The Burton Info dialog box appears, 

3- In the Button Info dialog box, click Colors. 

The Colors dialog box appears. 
4. Select the colors you want: 



Click [hL'L<)lnr> 
yi3U \v:ini lt>r tMd* 
p.irl i>l ii (111 



Icon hm hon Bock 



Ol 







i 





Frame Tfxt 





This shows how 
the colors yon 
selet'i urTt^ciihe 
wayihi'iani 



Fijiiirt' l-l'S Thi- linhrs tliithn Inr tin' htillnn shf kwn in risiiirt' '1-21 




5. Click OK. 

ThL' Itoii dining lit>x disappears and yoii sec rhc Ruttnn Info 
dialog box again. 

6. In the Burton Info dialog box, cliek OK. 

The bucton displays the colors you have chosen. 



Unking infonnation To create a link between relaced pieces of information, you create 

a button and link it to another card or itack. Wlien you click a 
button thai 5 linked to another card, that card appears immediatel 
Links are one way. lo move back and forth between two cards, y^ 
need two links — one in each direction: 




Figure 4-26 Twii links t]i;ii Hike ymi from one suck m iinoik-r unci b-Ack a^jin 



1 



You can link a burcon to a card or siack using any of thtr foliowing 
nicth(»ds: 

■ Use the Link To box. 

■ Write a shorr script. 

■ Use the Create QuickLink bunon in the standard Home 
stack (as described in "Customizing Your Home Stack'' in 
Chapter 2), 

A Important: Ifyou ii.se the Link To method to link ;i butron 
chat already has a link, the new link complcrcly rc:pljcfs the 
^ previous one. A 

Using tlie Link To method To use the Link To method for linking a burton to any card or 

stack, follow these steps: 

1. Choose the Button tool {^) from the Tools menu. 

2. Double-click the button you want to link. 
The Button Info dialog box appears. 

3. In the Button Info diaJog box, click Link To. 
The Link To box appears: 



YdU uin dosLMlic Link in 
hiix withuui cu-iiiing j link 



link to: 

tThiiCard ) [this Stock J ( Concel ] 



I-igure 4-27 Using [lie Link Tn bos lo creaLe a link 



<^ Note: The Link To box works differenrly than a standard 
Apple Ilc.S dialog box. You don t respond right away when 
you see rhe Link To box. First you use HyperCard's 
navigation niL-thods (such as the Go menu commands} 
to locate the card or stack to which you want your 
button linked- 
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4. Before you dick a button in the Link To box> go co Lhe card 
you want to link the button to. 

The Link To box doesni disappear — it stays on the screen while 
you move from aird to card. 

If the Link To box gets in your way, you can move it: 



Link to 



f IhisCard ) fTlii^ Stock] [ Concfl ) 



You t-jn iiKAf tho 



Figure 4-28 MiA'in^ llu^ Link Tci box 

i 

5. When you're looking at the card or stack you want to Imk the 
bunon to, click the option in the Link To box that refleas 
where you w:int the button to take you. 

Click This Gird if you want ro link the button to the current 
card. 

Or click l^iis Stack to link the burton to the first card in the 
current stack (no matter which card youVe looking at). 

After you click one of these options, HyperCard returns you to 
the card that contains the button you Ve just linked. The button 
is stil) .selected. 

If vou want to test vour new link, choose the Browse tool from the- 
Tools menu and dick the button. It should take you to the card or 
stack youVe just linked it to. If it doesnt. repeat the Link To 
procedure or try the scripting procedure described in the next 
section, "Scripting a Link." 
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Scriptint; lI link As an .^lrcrn;uive to using che IJnk To box, you can write a script 
[li.il links a burton to anotbcT aird or stack, {Ho do this, you Tiiiist 
have your user Wcl set to Scripting, as explained in "User Levels 
and Options" in Chapter 1). 

Once you know the steps involved in scripting a link, this method 
cjin be faster and more straighrforward than using the Link "lb box 
tt> create a link. 

I'oliow these steps lo scripr a link: 

1. If you're linking the buUon to a specific card, find out the 
card's niimc. number, or ID. 

To find the card s name, number, or 1 D, go to the card and 
chot>se Gird Info from the Objects menu, 

Tlie Card Info dialog box appears. Make i note of the card's 
name, number, and ID; 



Cord Haie. TOIilff 



Card 10 it67P^^dnuiber3ouEcf ? 



Contmnt cardfi^ldb. 
Contains 5 cordbuttan^. 
^Can'tDrletP 
□ ODn'i Seorch 



[script ] [Colarv'] ([ OK | [Cancel] 



The card's n^me 
The card\s numlier 
The card's ID 



Figure 4-29 Fintitn^{ mi :i card's Hume, number and TD 



1. Go to tlie card tliat contains the button for which youVe 
creating a link 

3. Press and hold the and Option keys while you click the 
burton once. 

The buttons script opens. It should looic like this: 



ScriDt of Card button ID 1 



<1 



0- 



f Find ) C Print ) 



Figure 4-30 Opt'itint^ ;i liuilonS stripl 



4, If there's any text in the script, don't go any hnxher. 

The text indicates that the button is designed for another 
purpose. Unless you're familiar with HyperTalk, it's best tu 
close the script by clicking Cancel, and create or find another 
button to link. 
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S. II die scripc is empty (like the one shown in Figure 4-30). type 
liny of line following, subsiituiing the card name, card number, 
tard ID, or stack name for the card or stack you want to link 
the button to: 



Scrifit [>f CurdbuUDU ID ] ^, , , 

T:ikL'nytni rt)ik'eurtJ with 



DniDu^eUD , f. . 

go U card "r.arA nm*" tllC SpeGfieC name, 

end iqu^^Ud 



ScripEof Cord buUon IDt ^ > i ■ < ■ 



on qqu^fUp f I i 

go to cord « ifii" s|x:alied nuiiiiiLT, 

fnd noustUft 



Script it Cord bultoji [D 1 j l i - l 

r;—^^ — Taltesyouioihecardwiih 

I go Id cord ID 8 Ihe spedMeil JD 

end iou^eUp 



Sciipt of Card birtton |[f 1 



Tjkt^j. v£)ii to the siiwk wi[h 



onBQUsFUp , ^ 

gn 10 siocif "iiock nmt" uie speciiied name. 

end iDu^tUp 



Scriot of Ci]rd button ID 1 



' Tjkeh ytiu lo ihe cartl with 
„ f he specified card name in 

DnBiau?eUp i i ■ i l -.-^ i 

go lo card 'carO noif in ^tacir "stacK nan? — Nit SUlLk VVflM [lie -specillL-d 

Stack nume. 



Figiire4-3I Sirip!inj;;i link 



6. When you're finished, press Enter 

If you want to rest your new link, choose the Browse tool (^) 
from the Tools menu (if it isn't already selected) and click the 
button. It should take you to the card you've ju.st linked it to. 
If i[ doesn't, check your script for typos and make sure the card 
n^une. number, or ID matches tlie one you Ve typed in the script. 
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Making a hiitton 
hidili"ht when 
it s clicked 



You tan dfsi^ri :i biinon so tinu it highliglus niomcncurily wh^n 
you click it. Such a button is helpfiil when youVe using a stack. 
bcciiLiie it provides visual feedback that youVe clicked the button. 

Follow these steps to create a button that highlights when you 
click it: 

1 . Choose the Button tool {<=>) from the Tools menu. 

2, Double-dick the button. 

The Burton Info dialog box appears. 

3, In the Button Info dialog box, click the Auto I Hlite check box 
to select it. 

4. Click OK. 4 

Auto Hilite works as jmc described for all buttons except check box 
iUid radio buttons and buttcins that are part of a bmily. Wlien Auto 
Hilire is selecred for a check box or radio butron, clicldng the 
button once bighMghrs it and knaves it highlighted. Clicldng the 
button ;igain removes the highlight. When Auto Hilite is selected 
for a button chat is part of a family, clicking the button once 
highlights it and removes the higlilights. if any. from other buttons 
that belong to the same family. (For more information about button 
families, see ^"Making a Group of Buttons Mighlighi As a Family.'' 
later in this chapter.) 

With the Auto Hilite option turned off, you receive no visual 
licdback when you click a button, M 
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I Ik' HguJ c iliai foliuws shows how the dirtaait kinds of buttons 
highiighr when Auro Hihcc is turned on. 




TllC'^L" hiylilt^li! 

foronlvM 
manicni wlitrn 



transparent 



check box 



radio button - 



_ These -srpyhighlighicJ 
unii! yoLi click [hem again. 





Ill I 



Figure 4-32 HijihJigtilmg hullon^ ul dilTeren[ slylcs 



Making a button 
appear highlighted 
on ceitaiii curds 



Backgroutid buttons have an additional option available (in the 
Button hifb dialog box) called Share Hilite. When you click a 
h;Kkt;roiind burton fnr which both Auto Hiiitc and Share Hilitc arc 
turned on, the button becomes highlighted on every card with that 
background. If die button is a radio button or check box, it stays 
highlighted; if it is any other Idnd of button, it highlights only 
momentarily (To make a button that is not a radio burton or a 
check box remain highlighted after it's clicked^ rarher than high- 
ligliting for only a momenta you must use HyperTalk to change 
[he button s hilite propert); See the HyperTalk Help stack 
for details.) 
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I lowfvcr, wliL-n Auto Hilitc '\s CLinictl on .md Shiirc Hilitc i.s turned 
ufi, the higiilight of the button can vary from card to card. This 
allows the button to appear highUghted on jionie cards, aiid not on 
other? — which can be useful for signifying that something is rme 
for some cards but not for others. (Check boxes and radio buttons 
are particularly useful for this purpose.) 

'lb allow a hacl^round buttons highlight to vary Irom card to card» 
follow these steps: 

1 , Choose the Button tool (^) from the Tools menu. 

2- Click die bunon whose highlighting you want to vary from 
card to card to select it. 

3- Choose Button Info from the Objects menu. ^ 
The Button Info dialog box appears, 

4, Click the Share Hilite check box to deselect it> if it's selected- 

When a background bunon is first created, this option is 
turned off. If it has been turned on, dick it to turn it oft again. 



Clkk Aui^; IlllilL'lo 
sekct IE, if 11 isn't 
jIiv;ilJ\ .sL'L'L'K-tl 


ButtDnMome: j 

Qkqnd button nuvber: 2 Shqid button Id: I 


Clii'k Sli;iivllilnv 
lo desL-lta it, il its 
selected. 


— nShareHtlite 

r Icon .. ] 

(tinklo...] ( Font... ] 

(Scnpt ] jCnlors. ] ([ OK 1| fCmflT) 



Figure 4-33 V'jry'ing a bulian's liighli^hiing fruin furd to card 

5- Click ihc Auto Hilite check box to select it, il il isn't 
already selected. 



Chapter 4: Working Wi[h Buttons 



6. Click OK. 

If you wiitiT the button to appear highlighted on any particiiLir 
card, you have to go to that card and click die button. 



Mflkin^ a group of Nomally. when you click a radio butron or check box for which 
buttons hitlhli^ht ^^^^ Hllitc is turned on {in the Button Info dialog box), die button 

highlights: and when you click it again, the button changes back to 
JS 'd fLinilly its original iippeanincc. 

So!neunies you nvAy want a group ol buttons lo work logetlK-r as a 
family, so that only one butron in the group can highl^hr at one 
dme. For example, you can use a group of radio buttons on one 
card to choose between several different options; the radio button 
that is highlighted indicates which of the options you have selected. 
You coiJd do this by means of a script that automatically turns off 
the highlighting for the other radio buttons when one radio button 
is clicked. But chece's an easier way 

1 he Button Info dialog box includes a pop-up Family menu that 
allows you to assign any butron a family number from to 9. 
A family number of means the butron does not belong to a 
family If the family number is any number from 1 through 9, ir 
will highlight as part of the family composed of all other burtons 
in the same layer v^th the same family number. 

Only one button in a button family can be highlighted at any one 
time. When you dick another button in the family, the button you 
clicked becomes highlighted, and the bunon that was originally 
highlighted changes back to its normal appearance: 

O Level 1 O Level 1 

® Leuel2 ® Level 2 u hccnmc-i lilt' 
Wk^n ym ditk unt' only hishlijihlal 

hitttnnifiiiliiniilv _Q Lpypj 3 Q Level 3— l^uuoniiulMlliunily. 

Figure 4-34 The effect of clicking :\ buiion thai i:^ pan of a family 
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'Ih assign a fiimily number to a button, follow these steps: 

1. Choose the Button tool (q) from the Tools menu. 

2. Click the button to which you want to assign a family number 
to select it. 

3. Choose Button Info from the Objects menu- 
The Button Info didog box appears. 

4. Click the Auto Hilite check box to selea it, if it s not akeady 
selected. 

5- Choose the femily number you want: 



Level 3 



Cordbuttannuiber 3 Card button ID M 
^ ShoH Hue 
^flutoHiUtt 



Style 
Fnily: 



[link f 0. .] t Font.. ] 
(Script. ) f Colors ] |^ 




Prf_ss ;ind luikllliir 
niouw lULllun here 

[lie family nunili^r 
vou warn. 



Figure 4-35 Assigning -a Fumily numlTtT lo a button 



6. Click OK. 

You mast repeat this procedure to assign the siimc bmily number to 
e.Lch button you want to highlight as pan of the same family. All 
buttons in ihe same family must be in the same layer 

^ W-fAw; • "riic Cud l-iVLT Versus tht^ Bjtk^roiind i^nya" in 
Cha|icor 2 
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Naming a buuon Yoii ain ^ivi_' a buitoii a name wht."n yoii wjnt ro di^iplay text on it, 

or if yoii wane to be able to address the button by name through 
seripts or the Mt:.ssaf;;c box. 

Follow these steps to name a button: 

1. Choose the Button tool (^) from the Tools menu. 

2. Click the button you want to name to selea it. 

3. Choose Button Info from the Objects menu. 

Or double-click the button. The Button Info dialog 
box appears. 

4. Type a name for the button: 



U'PL' ilk' liiiiinii ^ r 



TodispLlVTllt: 

name tin iIk- 
biiiton, dick 
here Tc^ sclecf 
Show Name 



hm the lopic^ 



Bkgnd butun nuabei. 1 Bkgrid buiton ID 1 

□ ShowMnTK 

□ fluloHjhte 
nshorp Hilne 



foftily I J (none) j 



[Unk TD...1 [ Font.. ] 
[ Scrip t„r) QCjTarj-j 



Figure 4-36 Naming u IniEKm 



It's best to give the button a niune ihar cnnimunic^ues 
its purpose. 

5. if you want the button s name to appear on the button, 
click the Show Name check box to select it. 

6. CUckOK. 
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<■ Script writers ttikc note: If you change ilie name of a bucton. be 
sure CO change its name everywhere you refer to it in a script^ 
loo. I 'or cxjiiiplc. 11 you rL-iiiniK' a huiiun ""li)il:iy'' and yt>ii use 
the old name "Yesterday" in a script, the script wohi work 
properly — it wont be able to find the btitron it need.s, * 



Moving a button 
around on a card 
or background 



You can place a button wherever you like on the card or 
background. To reposition a bucton on the card or background, 
toHuw these seeps: 

1 , Choose the Button tool {q) from the Tools menu. 

2, Click the button you want to move to select it. ' 

Whether the button is in the card layer or the background layer> 
you can select it from the card layer. 

A moving dashed line surrounds the selected button. 

3, Drag from the middle of the bunon, or from one ot its edges 
(not a corner): 



Drag fFDiii the 
mi Jdft to move 



To constrain the buttons movement to hori-zonta! or vertical 
directions only, hold down the Shift key while you drag from 
the middle of the btitton. 



You can select and move only one button at a time. 
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^ Important: After you repo;iition a background bticron, it's a good 
idea to look iliroiigli the cards on which rht- bu[»in appears, nt st-c 
how rlie cards look. _i 



When elements HyptrCard purs different kinds of elements in different layers, 



as 



OVerklO '^^ "^^^ following ligure. "lugctlier, all diese layers make up the 

card you see. 



\mnm> jn J Ik Ids 



Card pmure 



u ; . y^^.j 



Card Iju lions 
:ind fields 



What you see 



ou look 
ird 



ITie IracksroLmt! pitture 
is lixeU in layer by 
ilst'IF— it's always 
hehint! (ht* backjjround 
buttons ;ind fields and 
:ill the c.\nl uJmenLs, 




Tlif cjk\ piciijR' is itlsi 
fixed in ^ layer by 
iiself— it's always 
behind the curd bunons 
■mm\ fields. ;ind ni IrtinL 
of [he background 
buttons and fields. 



Figure 4-38 HyperCani's layers 



As shown in Figure 4-38, background buttons and fields go in a 
different layer than card buttons and fields. Within each of diese 
layers. HyperCard places each new burron or field you add 
(whether you've created it or copied it) in Ironi ofthe elemeiii 
added before it. (In from of means "closer to you.") 
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I lypL-rCJard iilsu assigns iiuinlKrs to tlit- and i\Ms as yin\ 

add them. The firsr field ynii add is field number 1 , ihc second is 
field number 2, aiid so on. Likewi^ic, die firsr button you udd is 
biiuon number 1 , tlic second is button number 2, ,-ind so on. The 
numbers reflect how far away the elements are from you — the 
farther away ;m element is> the lower its number. (These numbers 
appear in the Button Info and Field Info dialog boxes.) 

Although HypeK^ard numbers the buttons and fields separately, it 
places each new element immediately in front of the previous 
element (within the same layer), whether h\ a button oi a field. 

I'his w:i,s:Kldeil firsi. 




['igurc 4-39 lljukgruiiml \miou :iiul hM l:iytT> iiiul iniinl)i't^ 

! fvpeKiard numbers the eard buin)ns and fields separately from th 
background burtons and fields. I'he card elements are always in | 
front of all the background elements (as shown in Figure 4-38)- 

Tliis layering of buttons and fields becomes evident when the 
elements overlap. Elements that are closer to you can obscure 
elements that arc farther away. If this happens, you can either 
move the elements apart so they don r overlap, or you can try 
either ot the following: 
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■ KantlLT diL' l)utu>iis and (You caii move aiiy button or 
field cl<weror fiirrhcr. within its Uycr). 

■ Make some of the clemencs transparent, so you can sec other 
elements through them. [Burtons, fields, aud graphics can all be 
made transparent or opaque.) 

I he following .secrions describe these solutions. 

Reordering buttons Overlapping buttons and fields can cause visual and functional 

problems tn your stack. For example, a button rhar's completely 
covered by a field (or unoduT button) woiu respond when yuu Iiy 
to click k. To solve the problem of overlapping buttons and fields, 
you can reorder them to bring the ones you need to see and use into 
full view. 



A Important: The buttons and fields in the card layer are always in 
front of the background buttons and fields. Although you can 
reorder the background burtons and fields relative to one another, 
you can never move them closer to you than any of the card 
elements. (You can. however, make card elements Transparent so 
you can see through them to the background elements, as explained 
in the next section.) ^ 

To move a button closer or farther (relative to the other buttons and 
fields in the same layer), follow these sieps: 

1 . Choose the Button tool l^) from the Tools menu. 

2. Click the burton you want to move closer or farther to select it. 
A moving dashed line surrounds the selected burron. 
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3. Choose Bring Closer from ilie Objects menu to move the 
button forward one position, or choose Send Farther to move 
it back one position. 

r.ach time you niovc a bucron hack one position relative to 
iinuther biitrun in the same layer, irs number (In ihc Bucron \n\o 
dialog box) decreases by 1 . liiich rime yon move a button 
forward one position relacive to another burron in the same 
layer, its number increiLses by 1 . 

Noie diat a burton's number may nor change every rime you use 
rhe Rrinj; Closer or Send Farther commands m change its 
position. For example, it a field lies benveen button 3 and 
button 4, you'd have to move btitton 4 back nvo positions (wirj^ 
the Send Farther command) before it would become burton 3. W 

You can also move the selected burron all the way to the front or 
all the way hack asing these -key shoncucs: 

To do this . . . Press 

Send rhe burton ro rhe back -Shih- - (minus) 

Bring rhe burton to the fronr -ShifT'+ (plui) 

4. Repeat step 3 until the button is where you want it, 

5. Choose the Browse tool ("ft) to deselect the button. 

As you reorder bturons, rhe numbers of ail the afFecred buttons 
change co reflect their new positions. Each burtons number 
(shown in rhe Button Info dialog box) reflects its fronc-co-back 
position, relarive to the other buttons in the same layer. (The 
button rhat s farthcsi away is button number 1 . The closer a 
button is to the fronr relative to other buttons in the same layer, 
the higher its number.) 

The commands Bring Closer and Send Farrher work the sanie way 
on a selected field, as described in "Reordenng Fields" in Chapter "i. 



ikinj^ J hliill)!! (>p;U|UC WIk^h yon w;int ro be able to scr backgroiiiui *)r cial L-lcmcnrs 
or trLinSpLUfllt through a hiicron char iiovcrs them, you can mjkc the bLirton 
tiaii.spareiU. CA>iivtTsdy, when yuii want tu t^ive a bLiiiun more 
prominence, you can make it opaque. 

FolJow these steps to make a button opaque or transparenr: 

1 . Choose the Button tool from the Tools menu. 

2. Click the button you want to change to select it» 

3. Choose Button Info from the Objects menu, 

Or double-click the button. The Button Info dialog box 
appears. 

4. Choose an appropriate button style to make the button 
opaque or transparent: 



Button None. 



Card buttan nuib»r: 1 Card bu 
^ Show Hunt SlUle; 
^flutoHiJitt 

f ICOJI... ) 

[lir^kTo ..] [ Font ] 

[Script.. J [Colors. ] ([^ 



trofi^porent 

QPggLJe 



rectangle 



round r»ct 
chpcit bciv 
rgdic but tart 



(Coflcel] 



.Choosing [lib .sr\lt nukes 
[\\e Inittun ir.m^parem. 

Choosing one of these sryles 
nukes the bumn opaque. 



Figure 4-40 M:ikin^ a hLiiton opaque or transparetir 



5. Click OK. 
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Copying a l:)utton You can duplicare a biiccon on the samt: card, or copy a burton to 

unother card, background, or stack. When you copy a butron, you 
dso copy iii attributes — it s ?itylc. name, icon, script, imd so on. 



Important: To copy a button and a graphic that shows rhrough ic, 
you have to copy the picture and die button separately. (This is not 
the case tor a button with an icon.} Follow the inscructions given 
here to copy the button. Six Chapter 6 for instructions on copying 
a graphic, _i 



Copying lI hullOl^ lb duplicate a button on the some card or background, follow 

on the same card these steps: 

1. Choose the Button tool {^) from the Tools menu. ^ 

2. Click the button you want lo copy to select it. 

You Qin select the burttin trom tbe card layer, whether it s a card 
button or a baclcground button. 

A moving dashed line surrounds the selected button. 

3- Press and hold the Option key while you drag the button. 

As you dr:ig, you create an exact duplicate of the button. If the 
origijiai is a background burton, the duplicate is a background 
button. If the originaJ is a card button, the duplicate is a card 
button. 

To constrain the new buttons movement to horizontal or ^ 
vertical directions only, hold down the Shift key while you 
drag from the middle of the button. 
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Copyinj^ :i button to anollier Tn copy i\ hunon lo another card or background, follow these- seeps: 

cai'd or hackuruund , ^, ,0 w 1 1 

1. Lhoose the Button Cool (^) rrom the lools menu. 

2. Click the button you want to copy to select it. 

3. Choose Copy Button from the Edit menu, or press -C. 

This makes a copy of the selected button (including its scripr) 
and purs ir on d^e Clipboard. (This button replaces the last 
item you cut or copied; the Clipboard can only hold one item 
at a dmcj 

4. Go to the card or backgroimd where you want the button 
to appear. 

Use the arrow keys or commands in the Co menu to navigate 
between cards while the Button tool is selected. 

If you re not sure whether to put the button in the card layer 
or the background layer, see "Adding a Buiron to a Card or 
liackgroiuid" at rbe beginning of this chapter. 

5. Choose Paste Button from the Edit menu, or press ' -V. 

This takes a copy of the button that*s on the Clipboard, puts it 
on the current card or background, and selects it, 

U you've copied a background button to the card layer of the 
same card, the copy is pasted directly over the original. To see 
the original, you have to drag the copy to move it. 

6. While it's still selected, drag the buaon to where you want it. 

A Important: 1 he most common mistake in copying a button is 
putting it in the card layer when you want it in the background 
layer, ( To find out whether the button is in the background layer, 
press ' -B to see just the background elements.) If you put a button 
in the card layer by mistake, see the next section, "Moving a Button 
From the Card to the Background." J^. 
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AlrtT yoii copy a button from anotlicr card ur st;itk, it's ;t good idea 
to test the button co make sure it works properly. To test the button, 
choose the Browst- tool ajid dick the burton. Ifcllcking the button 
produces all unfamiliar message (for example, a message that 
begins with "Cant Understand . . or "Never heard of. . 
sec "Oipying Parts From Other Stacks" in Chapter 2 for advice 
on how to proceed. 



Moving a hulton It's easy to put a button in the card layer by mistake when you 

from tllC C(ird ''^^^"^ P^'^ background. U this happens, you am move 

, , , . the button from the card layer to the background layer (of the same 

to me backsroLind card) by following these steps: M 

1. Choose die Button tool (^) from the Tools menu. 

2, Click the button you want to move to select it. 

A moving dashed line surrotmds the selected burton, 

3- Choose Cut Button from the Edit menu, or press . -X, 

This removes the bunon from the card and puis it on 
the Clipboard. 

4. Go to the background layer. 

Choose Backgroimd from the Edit menu, or press .' -B, 

5- Choose Paste Button from the Edit menu, or press -V ^ 

This rakes a copy of the button that's on the Clipboard, puts it 
in the current background, and selects it. The pasted bution 
appears in the same position from which it was cut. 
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6. While it's still selected^ drag die button to where you want it. 

Since yoLi can t see rhc elements in cine card layer while you're 
working in the background^ you might nor be able to tell 
whether you're putting the button in die right place- If diis 
happens^ you can press ' again co go back to die card layer, 
and dien select and drag the button from the card layen 



Moving a button 
from the background 
" to the card 



Follow these steps to move a btitton from the background layer to 
the card layer of the same card: 

1- Choose die Button tool (^) frotn the Tools menu. < - 
2> Click the button you want to tnove to select it. 
A moving dashed line surrounds the selected button. 

3. Choose Cut Button from the Edit menu, or press ._ -X. 

This removes the button from the background and puts it on 
the Clipboard. 

4. If you're in the bad^round layer, go to the card layer by 
pressing " -B. 

It you're aheady in the card layer, skip this step. 

5. Choose Paste Button from the Edit menu, or press ~ -V. 

This takes a copy of the button that s on the Clipboard, puts it 
on the current card, and selects it. The pasted burton appears in 
the same position from wbich it was cuL 

6» While it's still selected, drag the button to where you want it. 
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Moving a button You can move a burron to another card in the same srack, or to a 

to Another CHI d or ^^^^ srack. when you move a burton, its attributes — 

it's style, naine, icon, scripts, :md so on- — move with it. 



background 



A Important: To move a button and a graphic that shows through it, 
you have to move the picture LUid the button separately. (This is 
not the case for a button with an iconj Follow die instructions 
given here to move the button. See Chapter 6 for instmcrions on 
moving graphics. A 

Follow these steps to move a button to another card or background: 

1. Choose the Button tool (o) from the Tools menu. 

2. Click the button you want to move to select it. 

A moving dashed line surrounds the selected bunon. 

3. Choose Cut Button from the Edit menu, or press -X. 

This removes tlie selected burton from the current card and purs 
it on the Clipboard. 

4- Go to the card or backgroimd where you want to put 
the button. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Bunon too! is selected. 

If you* re not sure whether to put the button in the card layer or 
the background layer, see "Adding a Button to a Card or M 
Background" at the beginning of this chapter. 

5, Choose Paste Button or from the Edit menu, or press ' -V 

This ralies a copy of die button on die Clipboard, puts it on the 
current card or background, and selects it. 

6. While the button is still seleaed, drag it to where you want it 
on die card. 
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i\ important: The most common misrake in moving j button is 
pmting it in ihc card l;iyt.T wlicn you wiiiir ii in tlu- liiickf;ronnti 
layer, ( lb t'md out wherher a burton is in the background, press 
' ■ — B to sec just the background elements.) If you pur a button in 
the card layer by mistake, see "Moving a Button From the Card to 
the Backgroimd>" earUer in this chapter. A 



After you move a button from another card or stack, it's a good idea 
to test the button to make sure it works properly. To test the button, 
choose die Browse too! and click the button. If clicking the button 
produces an unfamiliar message (for example, a message that begins 
with ''Can^t understand . . ." or ''Never heard of. . ."), see "Copying 
Parrs From Other Stacks" In Chapter 2 for advice on how to 
proceed. 



Opening a Looking at the script of a buaon (if it has a script) is a good way to 
buttOrfS SCriOt about how the button works. (To look at a buttons script, you 

must have yoiu tiser level set to ScripringJ 

Here are four ways to open a button s script: 

■ Widi the Browse tool or Button tool selected, press and hold the 
^ key and the Option key while you dick the button. 

■ With the Btitton tool selected, press and hold the Shift key while 
you double-dick the button. 

■ Choose the Button tool from the Tools menu, click the button 
to select it, and hold down the Shift key while you choose 
Burton Info from the Objects menu. 

■ Choose the Button tool from the Tools menu, double-dick the 
burton to open the Rt[tton Info dialog box, then click Script. 

To dose a script without saving any changes, dick Cancel 

To learn about HyperCard scripts, read the HyperTalk Be^finer's 
Guide. 
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Deleting a button You can remove -i buccon from a stack by following these steps: 

1- Choose the Button tool (q) from the Tools menu. 

2. Click the burton you want to delete to select it. 

3. Choose Clear Buaon from the Edit menu, or press Delete. 

A Warning: Once youVe deleted a burton with the Clear Button 
command (or widi die Delete key), the burtons gone for good — 
you can't undo the deletion, A 
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Chapter 5 



Working With Text 
and Fields 



T 



exr is an rmportanr component of HyperCard stacks. In most 
stacks, text is used to communicare the timcnon of the srack, eirher 
alone or in combination widi graphics. Text is also the primary 
content of many stacks- — pardoilarly stacks designed for managing 
large amounts of information. 

Most of the text in stacks is contained in fields, which are 
rectangular areas on a card where you can type and edit text easily 
This chapter gives instmctions for working with fields. To do the 
tasks in this chapter, you must have your user level set at least to 
Authoring. (The section ''User Levels and Options'' in Chapter i 
tells you how to set your user level.) 
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Adding text 



When you want to add a text element Co a stack, )'ou C3J\ choose 
from three different kinds of text: 



■ Text that's stored in a field 

■ Text that's attached co a button 

■ Paint text 

For most purposes, it s best to use fidds to add text co a stack. Field 
text is easy to edit — you can select any part of the text in a field and 
change it, move it, copy lu ov delete it. You can move field, text 
around on a card by selecting and dragging the field. And you can 
search for specific text in fields. 

The Shared Text option allows you to create a background field tha^ 
displays ihe same text on every card, v^hich means you can cteaie 
text labels made up ofcditable (field) text. If you are familiar with 
HyperTalk, you can write a script for a field, so that clicking text 
in the field can make something happen — -much like clicking a 
button. 

Somedmes buttons can be useful for adding text labels to a card 
or background. A bucton cant hold much rexc, and you can'r 
edit button text from the card. (To change the text on a button, 
you have to rename the button.) But bucton text is easy to move 
around on the card, because it moves when you move the button. 
Chapter 4 tells you how to create a button with text. 

Paint text can't be edited. Once you finish typing Paint text, ic 
"dries." To change ic, you have ro erase it and retype it. Paint text ^ 
is useful for adding a permanent label ro a graphic. And you can 
create special effects with Paint text using commands in the Paint 
menu (such as Inven and Trace Edges), which appears whenever a 
Paint tool is selected Chapter 6 describes Paint text. 
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*;iim in the IxuksniunJ !;iytT 



[ha I display icxi 




• erm EllSticties 
I Nim nuM '\n\tti 



Field [exi thaL 
changes from 
card to card 



Figure 5-1 DifTen.'m kinds of itxi 



Adding a field To create a place for text, you can add a field to a card or back- 
tO 'd card B'^^^*^*^' Whenever you add a field, you need to decide whether 
y . J you want to put it in the card layer or the background layer, 

or background To decide where to put the field, consider where you wanr the 

field to appear, and where you want its text to appear: 

■ If you want the field and its text to appear only on one card, put 
the field in the card layer. 

■ If you want the field to appear on every card in die stack, bur 
you want to be able to type different text into die field on each 
card, put the field in the background layer. 

■ It you want the field to appear on every card in the stack, and 
you want it to display the same text on each card, put che field in 
the background layer and turn on the Shared Text option in the 
Field Info dialog box. 
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■ If you want a field to appear on some of the airds in the stack, 
but not all of them, consider creating a different backgrotind 
for (hose cardi ;md putdng ilie field in that background only, 
("Creating a New Background" In Chapter 3 explains how to 
add a backgrotind to a stack,) 

A backgrotuid field appears in the same locadon on all the cards , 
diat share die background. ' ■ 

To add a field to a background, you must be in rhe background 
layerj to add a field to a card, you must be in the card layer. To go to 
the background layer, press '■-B. When you're in the background 
layer, the word Background in the menu bar. If you press 

Cj-B repeatedly, you move back and forth between the card layer 
and the background layer 

You can enter or edit text in a field only while you're in the card 
layer, Ifyou're in the background layer, you won c see the 
I-beam pointer when you move the Browse tool over a field. 



See also: • ''The Card Layer Versus che Background Uyer" in 
Chapter 2 
• "Creaiing a Fitid" In tiiis chapter 



The tools for working To work widi fields and field text, you need both die Field rool and 

with fields ^^^"^^ 



Tools 



list' tht' Field lonl fnr 



Use the lirowse looi lor enleririi; and 
ediling lexi fin :nldiiion lo browf^ing), 



Figure 5-2 The tnc^ls fnr working wilh fields 
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To make it easy to alternate becween the tools, you can "tear ofF' 
the Tools menti to create a movable Tools palecre. To do rhis, drag 
down through the menu and past the bottom or beyond either side. 
(For an illustration of this, see Figtue 2- 1 2.) 

You can tise the following C-key shortcuts to choose the tools you 
need for working with fields: 

To choose this tool . , . Press 

The Browse tool t ''.-Tab 

The Field tool ( ^-Tab-Tab-Tab 

^ Se^also: • "Using HyperCard's Tools" in Chapter 2 

Creating a field To create a new field, follow these steps: 

1. Make sure you have one of the General tools selected. 

The Browse tool (<S), the Button tool or the Field tool (□) 
will work. 

2. Go to the card or bacl^ound where you want to put the field. 

If youVc not sure whether to put the field in the card layer or the 
backgroLind layer see "Adding a Field to a Card or Background" 
near the beginning of this chapter, 

3- Choose New Field from the Objects menu. 

This automarically selects the Field tool and creates a new, 
transparent field. The field appears in the center of the card 
window and is selected, so you can move it or resize it easily. 
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Figure 5-3 A fidd crL-iUul with tlic New Field coiniii;miI 



* Another method: You can also creare a new, transparent field by 
choosing the Field tool, then pressing and holding the key 
while you drag diagonally. 



Chfxjse the Field tL>ol, 

hold down the ' key, \ 
and dm^i from here ... I 



10 here. 

Figure 5-4 Dragjjinn ro create a new field 

Yon can have as many fields on a card or baclcground as will fit. 
Fields can overlap ro any depth. 

i 

A Important: The mosr common mistake in creating a field is purdng 
it in the card layer when you want it in the background layer, (To 
find out whedier a field is in the background, press to view jusc 
the background elements.) If you put a field in the card layer by 
mistake, see "Moving a Field From the Card to the Bacl^round," 
later in this chapter. A 

^ Seeniso: • "Changing the Appearance ot'a Field" in ihis chapter 
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Entering and editing Enrering and editing ccxr In a HyperCard field is just like working 

text in '\ field ^'^'^ other Apple llGS text. You can click anywhere in the field 

and begin typing, delete text with the Delete key, and drag to select 
text for copying, cutting, or clearing. You can also copy text to and 
from a field via the Clipbiiard- This allows you to move text 
between fields and to and from other applications. 

^ Where's the field? A transparent, empty field is invisible when the 
Field tool isn't selected. This makes it difficult to locate the field 
when you're ready to enter text into it. One vray to locate the 
field is to move the Browse tool around- — -the pointer turns into 
an I-beam when it's over an editable field. Another way to locate 
a transparent field is to press Tab repeatedly. This highlights the 
editable fields (or, iFa field is empty> places an insertion point at 
the upper-left corner) on the current card and background, one 
at a time. ^ 

To enter and edit field text, follow these steps: 

1 . Choose the Browse tool from the Tools menu. 

2. Move the Browse tool over the field you want to edit. 

The Browse tool pointer turns into an I-beam (I) when its over 
an editable field. If you don t sec the I-bcam pointer, read the 
next section, "Where's the l-Beam Pointer?" 

3. Click inside the field to position the insertion point where you 
want to enter or edit text. 

Or, if you want to replace existing text in the field, select the text 
you want to replace. 

If you click in an empty field, the insertion point appears at the 
upper-left: corner of the field. 

4. Start typing. 
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. ^ If you rype more text than will fit in a non-scrolling field, the 

< . remaining text goes off the bottom of the field. But this text isnr 

lost, it's jusi hidden from view. To see the hidden text, make die 
field bigger 



I f.MV.MP.?, Mil t ? X t 
PM^.^lUlit jn .° 



lb see lextyouVe 
lyped beyond the 
borders of a fiyltt , . . 



i !.f. MiJ. HP.?, .nip.r?. t ?.? 1 1 h on 

iwllliAtin.qfieH^ 

i9op,!.^..?.?.?.|t,wntil3^^^^ 

\ 



. . , enliirge [he field by choosing ihe 
Field lool from the Tools memi and 
dien dragging from any corner. 



Fig;ure 5-5 Revealing hidden lexi 



Where's the If die Browse tool doesnt tum into an I-beam (I) when you move 
I-beani pointer? h over a field, the reason could be any of the following: 

■ The field is locked. To unlock die field, follow the instrucnons 
in "Locking and Unlocking a Field," later in this chapter. 

■ You're worldng in the background layer rather than the card 
layer. Press l-^-B to return to the card layer. 

■ Your user level is set to Browsing. For instructions on changing 
the user level, see "User Levels and Options" in Chapter 1 . i 
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m The text you re trying Co edit is either Paint text or button 
text — not field text. To sec whether it's field text, choose the 
Field tool from the Ibofs menu and click the text. If the area 
becomes selected (surrounded by a moving dashed line)» it s field 
text — otherwise, it s not. See Chapter 4 for information about 
■ ' " changing the text on a button, or Chapter 6 for information on 

changing Paint text. 

Us\n^ the aiTUW' key^ Normally, the arrow keys move you through cards. However, 
to move through text when the Text Arrows opdon is selected (on the User Preferences 

card in your Home slack), you use the arrow keys to move 
the insertion point through text while youVe typing in fields. 
This makes text editing easier. 



Moves the insertion 
pomi lefi through texi 



Mnves the 
insertion point 
riphi through text 



Moves ihe insertion point 
down iliroiigli lines in a liuHd, 
or 10 the end of the iine in the 
Message box 




Moves the Insertion point 
up thnjugh lines in a field, 
or to the beginning of the 
line in the Messiige box 



Figure 5-6 Moving through text when Ibxt Arrows is turned on 

When Text Arrows is turned on. you use die Option key with the 
arrow keys to move through cards in a stack. 



Sfe also: ■ "The Text Arrows Option" in Chaprer 1 
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Moving from Orif fit- Id While youVe encering tcxi into fields, ynu Ciin movL- from ont 
Co another editable field co the next by pressing Tab. When you press Tab. 
' f ' . . HyperCard takci yoii to die field with the Jiext higher field number. 

_ > p* t (Field numbers ;ire ;issigned to fields in the order you add them, 

The first field you add is field 1, the second is field 2, and so on.) 
If die insertion point is in field 3 and you press Tab. die insertion 
point moves to field number 4; if there arc only three fields, the 
insertion point moves from field 3 to field 1 : 



10 here , . , 



ynu I rum ''^"^^^^^ 



back to here- 



to here , . 




Figure 5-7 Tabbing order 

Pressing Sliift-Tab moves you backward through rhe fields. Locked 
fields are excluded — you can't Tab to a locked field. 



Warning: When you cab Co a field that already contains texr. all the 
text is selected. Typing at this point will erase all the old text in the 
field and replace it with what you type. To preserve the old text and 
add new text to it, click in the field where you want to type. A 
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A field's number (which determines the field s position in the 
tabbing order) appears in the Field Info dialog box. Choose the 
Field tool from ihe Tools menu and double-click the field to see 
the Field Info dialog box: 



Field HoiTie 



ersonaJ Inf 



□ Lock Un 
n Unto Tab 

□ Dori'tSforch 

□ Sh&redTeii 



BkgndMeld TD: 11 



Stule: I tf 0115 pgr ent| 

D Show Lines 
OWide Horgins 



Qancen 



Tlii.s mimlKr 
deli^rmines the 
field's position in 
[he nibbing order. 



Figure 5-8 Checking i\ fifkl's niiml^er 



If you have both card fields and background fields on the card, 
pressing Tab takes you fi-om one field ro the next, according to 
the following sequence; 
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Figure 5-9 Tabbinf- through biickground fiL'ltis ;ind carti fiekl.s 

For an explanation of how fields get numbered, or if you want to 
change the order in which die Tab key moves die cursor from field 
to field, see "Reordering Fields," later in diis chapter. 

If the Auto Tab option is seleaed in the Field Info dialog box, you 
can press Return (instead ofTab) when thf insertion point is in the 
last line of die field to go the next field. 

To select the Auto Tab opnon for a field, follow diese steps: 

1. Choose die Field tool (□) from the Tools menu. | 

2. Double-click the field. 

3. Click Auto Tab to select it. 

4. aide OK. 

❖ Note: Auto Tab doesn t work for a scrolling field. ^ 
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Undoing yoia" typinj' To undo typinj^ misrdtus while you're L-drting field rc-xt, you ciui do 

any of the following: 

■ Erase rexr to the left of rhe insertion point, one character at a 
time, by pressing Delete. 

- . ■ Drag (or double-click one word) to select the incorrect rexr and 

retype it, or press Delete to erase it. 

WliileyouVe editing rext in a field, choosing Undo undoes all the 
changes you've made since the last time you chcked in die field to 
edit. Therefore, it s not a good idea to use Undo to fix typing 
mistakes, unless you w;mt to retype everything you've typed since 
you last dicked in the field. To fix editing mistakes, it's better to use 
the Delete key or to selea the incorrect rext and retype or delete it. 
To save die changes in a field (so chat Undo can't undo them), click 
anywhere outside the field. 

Setting the text formal You can set the text format— including die font, size, style, 
for a field alignment, and line spacing — for a field by following die 

instructions in this section. If you want ro change the color of the 
text in a field, see "Changing a Field's Colors," later in diis chapter. 

To choose the text format for a field, follow these steps: 

L Choose the Field tool (!□) firom the Tools menu, 

2. Select the field by clicking it. 

3- Choose Field Info from the Objects menu. 

Or double-click the field. The Field Info dialog box appears. 
4. Click Font. 

TTie Text Style dialog box appears. 

Another method: Alternatively, you can open the Text Style 
dialog box by clicking to selea the field (with either the Field 
tool or the Browse tool), then choosing Text Style from the Fdit 
menu (or pressing ^ i-Y). * 
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5. Choose from the options in the Text Style dialog box to set the 
de&tJt text format for the field: 



Qick to seleci or deseleci one cr 
more lexl st^'les. (Select niJthmj; for 
pljin ti*M.) Tht' .s:impk' Il^xi ji iIic j 
lx)[ioE3i of the diiilujf ho\ shows 
ihe effect of ihe .selected styles. 

Prcs^saml hold rhcmouNc 
huttoti luTe Ui ste ;i pop-up 
menu EorchLH>sing llie 
;ilignmem for text in the Held. 



Click to select [he 
tont you w:in[ 



Click 10 select a font size 
(measured in points). 




This numher determines the spaa.' 
Iieiwecn lines. HyperCard sets this number 
autonmiic^lly when you click one of the 
standard fom sizes, hut y<ni can chanjje it. 

Figure 5- 10 Setting the text fonnat for a field 



To use a font si2c not 
listed, t>pe it here. Then, if 
you want to adjust ilw line 
(weight to [he- new lypf size, 
press Enter. { It you tion'i 
press Enter. Elie line height 
will remain the -same). 

ThiN shows whai your 
texi^vill look like. 



6, When you*re finished, click OK- 

The Text Style dialog box disappears and you see che Burton 
Info dialog box again, 

7- In the Button Info dialog box, click OK. 

The text in the Ik^d iippuirs in the new format, and any new text 
you type in the field acquires the same format. A 
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Making field text You Ciiti crcact; a backgroLitid fidd chat displays the sdmc text oti 

UDDCUr on ^^^T ^^^""g the shared Text option in the Fit-Id Info dialog 

J box. Cl his option is avaikble only in die Field Info dialog box for 
every card backgrotmd fidds.) This aUows you to create an editable text label 
that appears on every card in the badcground. Becatise it can be 
, ' edited so easily, a fidd text label is easier to manage than a Paine 

text label. 

To get the same field text to appear on eveiy card, follow dieiie steps: 

1. Create a background field. 

See "Creadng a field/' earlier in this chapter, for instructions. 

2. Choose the Field tool (□) from the Tools menu. 
3- Double-dick the field. 

The Field Info dialog box appears. 
4. Click the Shared Text dieck box to select it. 
5- ClidtOK, 

6. Choose the Browse tool (^) from the Tools menu. 

YoLi return to die card layer (if you're nor already there}. The 
word Backgrouri^i should appear in the menu bar If it does, 
press ' -B. 

7. Clidt in the field and type die text you want to display on 
every card. 

If you turn off Shared Text, the text you Ve entered in die 
background fidd disappears from view. 



Chapier 5; Working With Text and Fields 



219 



You can think of background fidds ;is having (potentially) two 
different layers of text, which appear and disappear as you change 
the Shared Text setting: 

■ When you turn on Shared Text, any text youVe ent&red in the 
field while the option was turned on appears, and text you ve 
entered while the option was turned off disappears. 

■ When you rum off Shared Text, any text you Vc entered in the 
held while the option was turned on disappears, and text you've 
entered while the option was turned oF[ appears, 

'> Note: If the Shared Text option is turned on for a field, the 
Don't Search option is turned on automatically. This means that 
HyperCard won t search in the field when you ask it to look for^ 
specific text. ■> 



Locating fields Many of die fields in stacte are easy to locate right away— bui some 

arc harder to find. You can use eidier of die following methods ro 
locate all the fields on the current card and background: 

■ Choose the Field tool fi'om the Tools menu. Lines appear in ail 
die fields: 



Whf n you chtKJSf 
thf ridcl KkjI 



Tools 



, , , lines appear 
in thefldiK. 




Figure 5-1 1 l-ocaiing tiekls with [he Field lool 
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Whilt' ilic Bmwsc cool is sck-cictl, you cm "peck" at bo[h 
burtons and fields by pressing and holding the ' . Shift, and 
0[iTion keys. (Gray or colored rectangles appear around the 
buttons and fields.) Then, while youVe still holding down the 

and Option keys, release the Shift key- — the rectangles 
around the fields disappear. Pressing and releasing the Shift key 
repeatedly (while holding down the and Option keys) makes 
the field rectangles appear and disappear. 



Thin recta nglfs 
outline tht l"ield^ 
in [he cird IjyLT. 



HorD, Suitor, Bonjo 




Kntr: Uir ihii 
liarp far lutkc 




Thick rccianjilc-s 
ouihnc [hi.- \iMf. 
in the b.ickground 
layer. 



Figure 5-12 Peeking ill fields 



Changing Once you Ve aeared or copied a field, you can change its 
3,DDC£ir3nCC ^pp^^ance by resizing it, changing its style, adding margins, 

displaying lines in it, or changing its colors. This section explains 
how to make a field look the way you want it to, 

* Notf: You can change the appearance of bodi card fields and 
backgroiuid fields while you're in the card layer. You doin have 
to be in the background layer to modify background fields. ❖ 



of a fiel(d 



See also: • "Sming the Text Format for a Field" in thU chapter 
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Chunginj^ the Sizt' You can change the size of a field whether or not it has text in it. 

of 'A Held When you change a field's size, any text in it wraps appropriately 
to conform to the new size. 

■ H 

■ J ' li) resize a Held, follow these steps: 

1 . Ch<K»ic die Field tool (n) from the Tools menu, 

2. Click the field you want to resize to select it, 

A moving dashed line surrounds the selected field. 

3. Drag from any comer of the field; 



"" Hrij? From nnymrntr 
rtr regioa to resii-e ihe fielJ, 



Figure 5-13 Clianginj? ii fidd's sizt 



To resize the field in one dimension only — eidier horizontally or 
vertically — hold down die Shift key while you drag from a 



corner. 



Ifyou move the field instead of resizing it: Choose Undo ft-om 
the File menu to renirn the field to its original position, anc^ 
try again. Make sure you drag from a point close to a corne" 
of the field. ❖ 

If you shrink a non-scrolling field so that there's nor enough room 
for ;dl the text, the text at the bottom of the field disappears from 
view. However, the text is soil there — if you enlarge the field> the 
rext becomes visible again. 
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iA Important: After you ve resized a background field, you should 
look through any airds affected by rhe field change to see how the 
text looks. -A 



ChoO^iing a field S style A field can have any one of five styles: rransparenc, opaque, 

rectangle, shadow, or scrolling. (The style of a field has no bearing 
on the style of its text.) Examples of the five field styles are shown in 
die following figure, along with the names of the styles: 



opaque 



shadw 



::: 



The background 
shows [hrough 
iriinsparem fields. 



The scroll bar 
beccmes gray when 
fhe texi mns past [he 
bottom of [he field. 



Figiire 5-14 The field sryles 



To set the style for a field, follow these steps: 

1. Choose die Field tool (a) from the Tools menu. 

2, Click the field to select iL 

3- Choose Field Info fi-om the Objects menu. 

Or jtist double-click the field. The Field Info dialog box appears. 
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4. Move the pointer over llie pop-up Style menu, press aiid holJ 
the mouse button, and drag to select a field style: 



Makes field iriinsparent, 
Willi no visihit' luirila 



field Hne: 
Bhgnd fiFld rtiraber: 1 

□ flutoTob 

□ Doi^'t Sforch 
n Shared! (It 

Font 



Irani oar es^ 



SttfLe; 

shndovf 
^ 5h( scrol im 



□ WideMarfli 



[script...] [Colorv.] ([ OK ]| 



Miikes [he Held opaque, wiih j 
Isurdcf and a scroll bar along cUe 
right side. 



M.ikk^sllif Ikid opaque iwliiit:), 
uLlJhfUl ;i vImIiIl- IiorIlt. 

Makes die field opaque 
(white), with a thin border. 

MakL'slhe lield opaque 

[ wliiiLO, with :i .shadow along 

the right .side anil boiiofu. 



Figure 5-15 Cha^fiinga field slyle 



5. Click OK. 



* Ahour scroUing: Choosing the Scrolling opnon adds a vertical 
scroll bar ro iJie selected field. You view text in a field with a 
scroll bar iJie same way you view text in any scrollable 
Apple lies window- (For details about .scrolling in windows, 
see the documentation that came with your Apple IlCS.) <■ 

You ciin use this procedure to change any field s style, even after 
you Ve typed text into the field. 
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Adding niurgins Addiiig margin^^ 10 a field makes the ccxr easier to read. When 
yoLi add margins to a field, you get extra space on the right and 
left sides of die text in ihe field. (As a result, text takes up more 
vertical space.) 

■ ■ ' To add tnai^ins to a fieldT follow these steps: 

1, Choose the Field tool {□) from the Tools menu. 

2, Click the field to select it. 

3. Choose Field Info from the Objects menu. 

Or jiisi double-click the field. The field Info dialog box appears. 

4. Click the Wide Margins check box to select it; 



Fie J d Hon t 

□ Lock Un 

□ fluto Tah 
QDon'tSeorcli 
nshofed Teit 

[Script ) [Co|ori„] 



□ Show Lin« 



Click here lo add 
margins. Click 
ygain lo remove 
the margins. 



Figure 5-16 Adding margins [o a field 
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5. Click OK. 



Wide Hargtns is selected 
in the Field Info dialog 
box for this field. 



l>]ide Margins is not 
selected in the Field Info 
dialog box for this field. 



Figure 5-17 Sliutluw (iiil^l-swiilund wiihiAii nwritins 

Displaying lines You can display lines in a field. This is useRil for making a ^ 
in U licIJ transparent field visible so you can see where to cype in ic. 

To display lines in a field, follow these steps: 

1. Choose the Field tool (□) from the Tools menu. 

2. Click the field to select it. 

3. Choose Field Info from the Objects menu. 

Or just d{)ub!e-click the field. The Field Info dialog box appears. 

4. Click the Show Lines check box to select it; 



Field HciBF IFlHiH l 



Bkgnd held nuntier-I 

□ LoDkText 

□ fluio Toh 
QDcifi'tSMTch 

□ Shared Text 



( Font... 1 



Bk^ndheld TD: 1 
Stylf I rpcinngle 



□Wid* Margins 



[cancel] 



Click here lo see 
[he lines in ;i 
field. Click :iiiain 
lu hide [he lines. 



Figure 5- 1 8 Dispkiylng lines in J field 
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5. Click OK. 



Shpw Un? . i s select ed^ 
the n f di a 1 09 b qx 
for this field. 



Show Lines is not selected 
in the Field Info diolog 
box for this field. 



Figure 5-19 RLrU"Hl<-" fii-M.s with ;ind without \ir\vs 

^ * Note: You can t display lines in a scrolling field. <■ 

dunging a field'.s colors You c,m choose the colors for two parts of a field: irs frame and 

ics text: 



Herrila.memlsj. shall I livenow^ l~r 
Under the blo^ — 



Frame 



TexT 



Figure 5-20 The parts of j fifkl [hjl t:an be different ccfors 

1. Choose the Field tool (□) from the Tools menu. 

2. Double-click the field you want to change. 
The 1-ield Info dialog box appearSn 

3. In the Field Info dialog box. click Colors. 
The Colors dialog box appears. 
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I 



4. Choose the colors you want: 



iwer the iTzJ^c^ 



Tcxi 





Thih shows whai the 
fidti will look like- 
Click ihe fr:iiiie color 
^md texi a)l(;r you want. 
The sample field ihe 
lop of tiiis dialog box 
sho^ s how [he selt-cied 
. colors will look. 



Figure 5-21 The Colors dialog box For □ fiekl 



5. Click OK. 



6. In the Field Info dialog box, click OK to accept the changes 
you have made to the field- 

The field displays the colors you have chosen. 



Naming a tield Each field can have a name a-^ociared widi il You u:^e field names 

mosdy for referring lo fields through scripts or the Message box. 

A field name can have up to 31 characters in it. and you can use any 
character in a field's name. 4 

Follow these .steps to name a field: 

1. Choose the Field tool (□) from the Tools menu, 

2. Click the field you want to name to selea it. 
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3- Choose Field Info from the Objects menu. 
4. Type a name for the field: 



eriOMl Into 



□ RutoTub 
Q Don't Search 



[ Font... ] 



Qbgndf:fld ID 11 
Sin If I transjjQrfnn 

nSJiowLinfs 
□ Wide Norgin^ 



(Script .,J [Col&rv„] ([ OK j ( Cancel J 



Type ihf fit'lJ 



Figure 5-22 Naming a field 
5. CUckOFC 

<■ Script writers take mte: if you change the name of a field, be sure 
to change its name everywhere you refer to it in a script, too. For 
example, if you rename a field "Wrigley" and you use the old 
name "Chester" in a script, che script wont work properly — it 
wont be able to find che field it needs. ^ 
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Moving a field 
around on a card 
or background 



You can place a field wherever you like on the card or background. 
To reposition a field on die card or background, follow diese steps: 

1. Choose the Field too! (□) from the Tools menu. 

2. Click the field you want to move to select it. 

^>/hcther the field is in the card layer or the background layer, 
you can select it from the card layer. 

A moving dashed line surrounds the selected field. 

3. Drag from die middle of die field, or from one of its edges 
(not a corner). 



Dr.\^ from tin- 
muldle region [o 
mc\t: Lhc field. 



Figure 5-23 Rep<wilioning a field on [he ard 

To constrain the field's movement to horizonnd or vertical 
directions only, hold down the Shift key while you drag fi-om 
the middle of the field. 

4. Click anywhere outside the field to deselect it. 

You can select and move only one field at a time. 



l\ Important: After you reposition a background field, it's a good idea 
CO look through the cards on which the field appears, to see how the 
cards look. A 
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When elements HypcrC^ard puts different kinds of elements in differenr layers, us 

OVCfl'lO ^'^^^^^ ''^ following figure. Together nil these layers make up the 
^ card you see. 



liuckgrniintl piclurv 




niuonsand (lekls 



Qird picture 



Card biirions 
and fields 



Th^: t}dt:kground piaurt" 
i.s fixed in a layer by 
iLsL'lf— it's iiiways 
behind die iiackground 
biiimn.s and fields and 
ali the ard dements. 



What you see 
at the ard 




Hw card picture nlw 
fixed in a layer hy 
itself— it's always 
behind the card buiujns 
and fields, and in from 
of th(? hackproLind 
billions and fields. 



Figure 5-24 HyperCard's layers 



As shown in Figure 5-24. bacl^grou^d buttons and fields go in a 
different layer from the card buttons and fields. Within each of 
these layers. HyperCard places each new button or field you add 
(whether you Vc created it or copied it) in front of che element 
added before it. {In front of means ''closer to you-") 
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HyperCard also assigns numbers to the buttons and fields as you 
add chem. TTie firsi field you add is field number 1, the second is 
field number 2, and so on. Likewise, die firsr button you add is 
button number 1 , the second is button number 2. and so on. The 
numbers reflect how fur away the elements are from you — the 
tardier away an element is, the lower its number. (These numbers 
appear in the Button Info and Fieid Info dialog boxes.) 

Although HyperCard numbers the buttons and fields separately, it 
places each new element immediately in front of the previous 
element (within the s:ime layer), whether it's a button or field. 

.This was ;id(ied first 




Figure 5-25 liiK'kgrnuml hutiun ^nd [kitl layers and numlwrs 

HyperCard numbers the curd buttons and fields separately fi-om the 
background buttons and fields. The card elements are always in ^ 
front of all the background elements (as shown in Figure 5-24). 
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TIlis kiycriiig of huntins ;ind fields bttrojiics cvidtTit when dac 
elements overhip. FJcrnents rh;u are closer rn you can obscure 
dements thai are ferdier away. U'this happens, you can either move 
the elements apan so they don't overlap, or you can riy eidier of the 
following: 

■ Reorder die fields and buttons. (You can move any field or 
burton closer or fardier, within its layer). 

■ Make some of the elements transparent, so you can see other 
elements through them. (Buttons, fields, and graphics can all be 
made transparent or opaque,) 

The following sections describe these solutions. 




Reordering fields Overlapping fields and burtons can cause visual and fiinccional 

problems in your stack. For example, you can t edit the text in a 
field that's completely covered by a button (or another field). 
To solve the problem of overlapping fields and buttons, you 
can rairder them to bring the ones you need to see and use 
into ftill view. 



A Important: The fields and buttons in die card layer are always in 
front of the background fields and buttons. Although you can 
reorder the background fields and buttons relative to one anodier, 
you can never move them closer to you than any of the card 
tk'nients. (You can, luiwcver, mala- card elcinctus transparent 
so you can see throtigh them to the background elements^ as 
explained in the next section.) A 

To move a field closer or farther (relative to the other fields and 
buttons in the same layer) follow these steps: 

1. Choose the Field tool (n) from the Tools menu, 

2. Click ihc field you want to move closer or farther to select it, 
A moving dashed line surrounds the selected field. 
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y Choose Bring Closer from the Objects menu to move the field 
forward one position, or choose Send Farther to move ii back 
one position. 

Each time yoti move a field back one position relative to 
another field in the same layer, its number (in the Field Info 
dialog btjx) decreases by I . Each time you move a field forward 
one position relative to another field in the same layer, its 
number increases by I. 

Note rhat a field's number may not change every rime you use 
the Briui; Closer or Send Htrthcr ain^mjnds [u change its 
position- For example* if a button lies between field 4 and 
field 3, you'd have to move field 4 back two positions (with 
the Send Farther command) before it would become field 3. % 

You can also move the selected field all the v^y to the front or 
all ihc way back using these ■ -key shortcuts: 

To do this , , • Press 

Send the field to die back G-Shift- - (minus) 

Bring the field to the front '^-Shift- + (plus) 

4. Repeat step 3 until the field is where you want it, 

5. Choose the Browse tool (-^S) to deselect the field. 

As you reorder fields, the numbers of all the afl^ected fields change 
lo reflect their new positions. Each ficld^s number (shown in the ^ 
Field Info dialog box) reflects its front-to-back position* relative lo 
the other fields in the same layer. {The field that s farthest away is 
field number 1 . The closer a field is to die front relative to the other 
fields in the same layer, the higher its nunibcr.) 

* Iklibing order h ajfeaed: As the fields' numbers change, so does 
the tabbing order — that is, the order in which you move 
[hrouj;h the fields when yow press "lab — because the tabbing 
order de|iends on [he field's Jiumbers. (See "M^n'ing Tnini C^ne 
Field to Another/' earlier in this chapter, for more information 
about the tabbing order) * 
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The commands Bring Closer and Send Faixher work the same way 
on a selected bincon, as described in "Reordering Burtons" in 
Chapter 4. 

Making a fi^id opaque When you want to be able to see background or card elements 
or transparent through a Held that covers diem, you can make the Hdd 

transpLircnL Conversely, when you want to give a Held more 
prominence, you can make it opaque. 

Follow these steps to make a field opaque or transparent: 

1. Choose the Field tool {□) from the Tools menu, 

2. Click the field you want to change to selea ir. 

3. Choose Field Info from the Objects menu. 

Or double-click the field. The Field Info dialog bos appears. 

4. Move the pointer over the pop-up Style menu, press and 
hold the mouse button, and drag to select the opaque or 
transparent stj^e: 




Ch'jo^iny \h\s s\vk m;(k<.'s thu 

CJKx^sing jny of these ^Mes 
m:ikes the fieki opaque 
(Sir ri^UK' ^'Ixi 



Figure 5-26 M.iJviii.i- ii lidd opLii|UL'(frinmsp;irt:n1 



5. Click OK. 
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Copying a field 



You am duplicate a field on che same aird, or copy Ir to anodicr 
aird. baclcground. or stack When you copy a field, you also copy its 
atrribuces — its name, style, script, text format settings, and so on. 
You can copy a field cither with or without its contents. 



Copying a fieid 
on the same card 



Follow these steps to duplicate a field without its text on the 
same card: 

1. Choose the Field tool (□) from the Tools menu, 

2. Click the field you want to copy to select it. 

You can selea the field from the card layer, whether die field is in 
the card layer or the background layer. 

A moving dashed line surrounds the selected field. ^ 

3. Press and hold the Option key while you drag die field. 

As you drag, you create an exact duplicate of the field. If the 
original is a background field, the dtiplicare is a background 
field. If the original is a card field, the duplicate is a card field. 
However, you caii t dviplicate the field's text using this method. 
You have to use the procedure described in the next section to 
copy the text along with the field. 

To constrain the new field's movement to horizontal or vertical 
directions only, hold down the Shift: key while you drag from 
the middle of the field. 



Copying a field To copy a field with or without its text to another card or 
tu anollier card or background, follow these steps: 

backj^rOLind j choose the Field tool (a) fix)m the Tools menu. 

2. Click die field you want to copy to select it. 
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3' Choose Copy Field from the Edit menu, or press " -C, 

'\ h\s makes a copy oi the selected field {including irs text) and 
puts it on die Clipboard. (This field replaces the last icem you 
cut or copied; the Clipboard can only hold one item ac a rime.) 

4. Go to the card or background where you want to put the field. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Field tool is selected. 

If you're not sure whether to put the field in the card layer or the 
background layer, see "'Adding a Field to a Card or Background" 
near the beginning of this chapter. 

5. If you want to paste both the field and the text that was visible 
when you copied the field, press and hold the Shift key and 
choose Paste Field from the Edit menu, or press ' -Shift- V, 

To copy just the field without its text> choose Paste Field from 
the Edit menu, or press -V. 

TTiis takes a copy of the field thats on the Clipboard, puts it on 
the current card or background, and selects it. If you Ve copied 
the field and its text from the card layer to the background layer, 
you wont see the text until you return to the card layer (at the 
end oi this procedure). 

If youVe copied a background field to the card layer of the same 
card, the copy is pasted directly over the original. To see the 
original, you have to drag the copy to move it, 

6. While it's still selected, drag the field to where you want ii, 

7- If you ve copied the field and its text ft^om the card layer to the 
background layer, choose Background from the Edit menu, or 
press -B, to return to the card layer and see the text. 
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A Important: The most common mistake in copying a fidd is 
[nitciiig it ill rlif and layer when you w;int ir in the background 
layer, ( lo lind out wlitther .1 field '\s in tlit: biickground, press -B 
ro view jiLst the bjcltground elements.) If you piK a field in the cjrd 
layer by mistake, see the next section, "Moving a Field From die 
Card to the Background." A 



Moving a field 
from the card 
to the background 



It's cas)' to put a field in the card layer by mistiike when you intend 
TO put it in the background. If this happens, you can move the field 
from the card layer to the background layer (of the same card) by 
lollowing these steps: ^ 

L Choose the Field tool (□) from the Tools menu. 

2. Click the field you waiit to move 10 select it. 

A moving dashed iine surrounds the selected field, 

3. Choose Cut Field from the Edit menu> or press -X. 

This removes che field from the card and puts it on 
the Clipboard. 

4. Go (o the baclcground layer. 

Choose Background from the EdJt menu, or press ' -B. 

5. If you want to move the field and its text, press and hold the 
Shift Key and choose Paste Field from the Edit menu, or pre;^ 

Shift V 

To move just the field widioui iis rcxt, choose Paste Field trom 
the Edit menu> or press " -V 

This takes a copy of the field that's on che Clipboard, puts it in 
the current background, and selects it. The pasted field appears 
at the same position from which ii was cut. If you've pasted the 
text along with the field, you won t be able to see the text until 
you renirn ro tlie card layer (at the end of this procedure). 
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6. While it's still selected, drag the field to where you want it. 

Since you can't see the elements in the card layer while youVc 
working in the background, you might not be able to teil 
whether you're putting the field in the right place- If rhis 
happens, you can press ' -B again to go back to die card layer, 
then select and drag the field fi-om the card layer 

7- If you've pasted the text along with die field, choose 

Background from the Edit menu, or press -B, to return to 
the card layer and see the text. 



oving a field from Follow these steps to move a field from the baclcgroimd layer to the 

the background '^^^^ ^^^'^^ ^'^^^ 

to the card ^ ' Field tool (□) from the Tools menu. 

2. Click the field you want to move to select it. 

A moving dashed line surrounds die seleaed field. 

3. Choose Cut Field from die Edit menu, or press *-X. 
A dialog box like this appears: 



Delete this fielif oncf all its text frondU 2 
cards of thi5 tackBrflund? 



fPgletQ ^Cancel I 



dk'k nduio Id nmfinii :h:[t 
you warn to cut the field, 



Figure 5-27 QmfimiJikin dialog box for tuning a bjt:kgroimd fitld 



Click Delete in the dialog box to remove the field from the 
background and put it on the Clipboard. 
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4. If you're in the background layer, go to the card layer by 
pressing -B. 

If you*re already in the card layer, skip this step. 

5. If you want to move the field and its text, press and hold the 
Shift Key and choose Paste Field from the Edit menu, or press 
/■■^Shift-V 

To move just the field without its text, dioose Paste Field From 
the Edit menu, or press -V 

This takes a copy of the field that's on the Clipboard, puts ir on 
the current card, and selects it. The pasted field appears at the 
sanie position from which it was cut. 

6. While it's still selected, di ag the field to where you want it. 



Moving a field to You can move a field to another card in the same stack, or to a card 
SnOthGr CSrd or ^ another stack When you move a field, its attributes — ^its style, 

name, scriprs, and so on — -move with it. You can move a field either 
with or without its text. 



background 



Follow these steps to move a field to another card or background: 

1. Choose the Field tool (□) from the Tools menu, 

2. Click the field you want to move to select it. 

A moving dashed line surrounds the seleaed field. 
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3. Choose Cut Field from the Edit menu, or press -X. 

U rli(_' fidd Ls a background field. :i dialog box likL- diis iippcars: 



Delete Ihi^ held ond oil iu ttn frofiall 7 
cards i>f Ihii bDckqroLJitd^ 


Click IVliU" It) uinlini] lluii 


/ 

( Dt]ete 1 I^Concel) 


you w:inr loan tht field, 



Figure 5-28 OmFirmiuion dblog lx»: for cutling li kifkgmund fidd 

Click Delete to remove the j;dectcd field from the current card 
and put ii on die Clipboard. 

4. Go to the card or background where you want to put the field. 

Use the arrow keys or commands in the Go menu to navigate 
between cards while the Field tool is selecred. 

If you're not sure whether to pur the field in the card layer or the 
background layer, sec "Adding a Field to a Card or Background" 
near rhe beginning of this chapter, 

5. If you want to move the field and its text, press and hold the 
Shift Key and choose Paste Field from the Edit menu, or press 

r-shift-y 

Ii) niovc jast the field without its text. LhiK}se Paste Field from 
the Edit menu> or press " -V. 

This takes a copy of the field that's on the Clipboard, purs it 
on the current card or background, and selects it. The pasred 
field appears at the same position from which it was cut. If 
you Ve moved the Held and its text fi-om the card layer to the 
background layer, you wont see the text until you return to 
the card layer (at the end of this procedure). 
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6. While the field is stiU seleaed, drag it to where you want it. 

1, If youVe moved a field and its text from the card layer to the 
background layer, choose Background from the Edit menu, or 
press -B, to return to the card layer and see the text. 

A Important: The most common mistake in copying a field is 
piiiiiiig ii ill the card layt-r when you want ii in the hackgroimd 
layer. (To find ont whether a field is in the background, press -B 
to view just the background elements.) If you put a field in rhe card 
!:iyer by mistake, see "Moving a Field From the Card to the 
Background/' earlier in this chapter, 



Locking and You can lock a field to prevent content changes to its text. Locking 
unlocking l field ^ ^"^''^ however, prevent changes to the rext format of 

^ the field. 

To lock a field, follow these steps: 

1 - Choose the Field tool (n) from the Tools menu. 

2. Click the field to select it, 

3. Choose Field Info from the Objects menu. 

Or just double-click the field. The Field Info dialog box appears. 
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3. Choose Cut Field from the Edit menu, or press ' -X. 

If rhc fidd ii b:jckgrnunt] lldd, a dialing box liko rhis appoais: 

ii 



Delete thi^ fit Id and all it^ te^t iron all 7 
corili of lIiiB bflcfcflroufid' 


CliL'k Ut'lotL' uuiHifirni [li;u 


/ 

(Dtiele) fcancp] 11 


you want lo tut ihc field. 



Figure 5-28 ConRrni;uinn dialog tx)x for cutting i bat'kground field 

Click Delete to remove rhe selected field from che current card 
and put it an rhe Clipboard. 

4. Go to the card or background where you want to put the field. 

Use liie arrow keys or commands in the Go menu to navigate 
between cards while the Field tool is selected. 

If you're not sure whedier to put the held in the card layer or rhe 
backgroLmd layer, see "Adding a Field to a Card or Background" 
neat the beginning of thjs chapter. 

5- If you want to move the field and its text, press and hold the 
Shift Key and choose Paste Field from the Edit menu, or press 
'Shift-V 

lo inov*.- just the Held without its text, choo:ie l^aste Field frojn 
the Edit menu, or press -V. 

This takes a copy of the field that's on the Clipboard, purs it 
on the current card or background, and selects it. The pasted 
field appears at the same position fi"om which it was cut. If 
you Ve moved the field and its text from the card layer to the 
background layer, you won't see die tejtc until you return to 
the card layer (at the end of this procedure). 
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6. While the Geld is still selected, drag it to where you want it. 

7- IFyou've moved a field aiid its text from the card layer to the 
bacl^ound layer, choose Backgroiuid from the Edit menu, or 
press ' 'B, to return to the card layer and see the text. 

Important: Tlie most common mistake in copying a field is 
putiin^ ii in rhc card [;iyer when you want it in the background 
layer. (To find out wlicthcr a field is in the background, press -B 
to view just the background elements.) It you put a field in the card 
layer by misr:tkf, sfe "Moving a Field From the Card to the 
Background." earlier in this chapcer. -A 



Locking and You can lock a field to prevetit concent changes to its text. Locking 
UlllOCkinS ^ field ^ ^^^^ however, prevent changes to the text fi:)rmat of 

^ the field. 

To lock a field, follow these steps: 

L Choose the Field tool (D) (rom ilie Tools menu. 

2. Click the field to select it. 

3. Choose Field Info from the Objects menu. 

Or just double-click the field. The Field hifo dialog box appears. 
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4. Click Lock Text to select it: 



Click here to prevvni 
t'hangfs [o U:ie tcxi in 
the field, Clit'k htck 

ihf licliJ, [i^ikiii^ [lie 
rexi editiihle. 



Fi^ldHrve: 



Pel ^ofiQ] [nto 



Bliflnd fitld nunbtr B 

□ Mo Tab 
CJDan'l Search 

□ Shared Text 



BfapdfiEld [D: 11 



Slyle: | trpniportnO 

□ Shm Linei 
EHhide Hargins 



[CancH ) 



Figure 5-29 Lucking d field 



5- Click OK. 

When the Browse tool passes over a locked field, h doesnr change 
ro die I-beam pointer (I), This lees you know diat you can't edit 
the field. 

If you want to unlock a field ro allow text changes, click Lock 
Text again in the Field Info dialog box to deselect it (as shown 
in Figure 5-29). 
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Excluding a field VUc Find command (in the Co menu) ;iJlows you to scLircli rur 

from text searches ^P^'^'^*^ ^^^^ ^^^^ fMs oWi stack. You can prevent HyperCard 

from sKirching in aiiy particular field during text sciirches. 
Follow these steps: 

1. Choose the Field tool (□} from the Tools menu. 

L Click the field to select ii. 

3^ Choose Field Inlb from the Objects menu. 

4. Click the Don t Search check Box to select it. 
Clicking Oon't Search again deselects tt. 

5. CUckOK. ^ 

Ifyou want to turn off the Ooni Search option to allow 
HyperCard to search in rhe field, simply deselect the option 
' (;ls explained in .step 4). 

► 5ft' aLa: • "Excluding Card and Background Fields From Tote Searches' 
in Chapter 3 

■ "Excluding Background Fields from Text Searches" in 
Chapter 3 
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Deleting a field 



Vim am dcIeK- tk-ld wlK-tlier nr n<u it lia.s text in le. When you 
tldt'tc :i field. ;iny text contained in chc field \!S delt'Ecd too. 

Follow these steps to delete a field: 

1. Choose the Field tool (□) From the Tools menu. 

2. Click the field you want to delete to select it. 

^. ( 'hoi)sc f'Iciir Field From ihe F^lii menu, or press IJelete, 
If the field is a background field, a dialog box like this appears: 



Qelsce this fidd and all m ten frn oil 2 
cards Qf this background? 



Cancel 



Click Delete to confirm 
yoii WM Uu-ui lliefieJtl, 



t igufL' ')-30 Qmfinmiuin Jiuto^ Ik)-\ fur deleiiri}' ;i kickgnmnd field 



Warning; Once you've deleted the field with the Clear Field 
comn^and (or with the Delete key), the field and all its text 
are gone for good — you can't undo the deletion. Deledng a 
background field aljio deletes all text in that field on all cards 
sharing that background. A 
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Working With Graphics 



Chapter 6 



G 



'raphics hdp communicate what a stack is for and how it 
works. Tlie graphics described in this chapter include lines, shapes, 
pauerns. pictures, and Paint text — any graphic element that you 
create or manipdate with the Paint tools. 

This chapter explains how to do the following: 

9 Create graphics yourseif using die Paint tools. 

■ Copy graphics from anodicr slack (or the same one). 

■ Import graphics from any document in tlie Apple Preferred 
File Format. 

To do the tasks in this chapter, you must have your user level set 
at least to Painting, {The section "User Levels and Options" in 
Chapter 1 explains how to set your user leveL) 
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Adding graphics Eiiizh Gird can have ils own unique grapliics in the Liird layer in 
to 3l curd background graphics it shares with other cards. 

- . Whenever you add a graphic element lo a stack, you need to decide 

or background whether you want it in the card layer or the background layer. 

To decide where ro put the graphic, consider where you want it 
to appear: 

■ If yoL» want the graphic ro appear on every card in the stack, put 
it in the backgrouJid layer. A background grapliic appears in d^e 
same location on all the cards that share the background. 

■ ITyou want the graphic ro appear on only one card, add it to the 
card layer. 

■ If you want the graphic to appear on some but nor all of the - 
cards in the stack, consider creating a different background for " 
those cards and putting the graphic in that background only. 
("Creating a New Background" in Chapter .3 explains how to 
add a background ro a stack.) 

To add a graphic to a background, you must be in the background 
layer; to add a graphic to a card, you must be in the card layer- 
To go to d^e background layer, press -B. When you're in rhe 
background layer, the word Background '^ppe:3.TS in the menu bar. 
If you press -B repeatedly, you move back and forth between the 
card layer and the background layer. 

Scfu/^n: • "ThcCnrd layer Versus rhe Back^^round Ijyer" 

in Oi,"i[itLT 2 ^ 
■ "When Elements Overlap" in this t:h:ipter % 
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TllC tools lb create and work with grapliics, you use the Paint tools in the 

for working "f*'"'' 
with grapliics 
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Figure 6-1 HyptrCards tools 



The funccions of the Paint tools are described briefly in the figure 
that follows. T'his chapter provides detailed instructions for using 
these tools. 
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graphics. 
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The Line lool 
draws 'iiraight 
lines. 
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The Spray [ool 
sprit i^es painr 
on 10 {\w 
st reen in ihe 
Lurreni piuiern 
iir color. 




The Reciangle 

Jniws 
rectangles and 
squares. 




The Rounded 
Rectangle 
tool draws 
rectangles 
with ro untied 
corners. 



The Bucket fills 
enclosed areas 
or one-color 
area.*: with the 
cun-ent pttern 
or color. 




The Oval too] 
draws ovals 
and cin:les. 



The Cur\'e tool 
draws iVee-fomi 
lines and 
shapes, 



Tliei'amiTe;^! 
!i.jo1 is Tar 
typin^i ie\i 
dial s pan ol 
,1 iiraphic. 
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Tlie Regular 
I'olygon u*ijt 
eii-ates 

poly^ions with 
regular sidi's. 




The l^jjygon 
lool erejtc^ 
polygons wilh 
trregular sfdts. 



Figure G-2 Wh;M Ihi' tools aa- used lor 
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'lb make it easy Co alrernare between the cools, you can ''tear off' 
the Tools menu to create a movable Tools palcrtc. To do th\s. drag 
down tbrougli the menu pasi the bottom or beyond either side, 
(For an illustration oFthls, see Figure 2-12,) While you have the 
Tools piilette open, you can select a too! just by clicking it on the 
paJene, This makes it easy to switch back and forth between 
different Paint tools. 

When you choose one of the Paint tools, three new mentis appear: 
Paint, Options, and Patterns. (The Objects menu disappears 
temporarily while you're working with die Paint tools.) 



Selected hiini iw] 



These three menus appear when you 
lave one of the l^ji nt tools selected.^ 

Fill [(fit to iDoid 




Arf Ideos 



fhks (lack cortflin; clip urt uou 
can Qopy into vouf mm (lucli^ 



KnuiifioJd 



CMVultr itaff [ ^ laalrsroijnd Art 



Sctntri 

People, llniiiols 



M FuLISerrtnart 
Find 5 to til Info Wtmt 



Hgurt 6-3 Mi-ms iWm :iu'[*nipny the I'ainl lool.s 



The Paint and Options menus contain commands for creating and 
manipulating graphics. These commands arc described throughout 
this chapter. 



Chapter 6; Working With Graphics 



2^1 



The Ricreriis menu Lontains piirterns and color\ you cin me to fill 
shapes and draw with. For easy access cc> the paccerns and colors, 
you call tear of} tht Factcnis menu [he same way you tear uii the 
Tools menu — drag down through the menu pasr che banom or 
beyond cither side. 




To rear qH the lanterns mem. Click any pattern 

clmg limmd The hn\om or or color to select ii 

either side of the menu. 



Figure GA Tearinii off the Patterns menu 

* A shom-ut: Whenever you have a Paint rool selected, you 
can make the Patterns paletie appear and disappear quickly 
by pressing Tab or double-clickitig rhe Bucket on che 
Tools palecce, ^ 
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I hi' I'iiticrns |>iilLTa- wt>rks like tin- UjoI.s fMk-ciL-- — zo .stitct ii pLicccm 
or Lolor> just click it. "Creating Your Own f'arrcrns>" later in chi\ 
cliapcer, explains how you cati add your own patrcrns to this palette. 



Seeaiso: ■ "Usitig HyperCard's Tools" in Chapu-r 2 

• "Using Power Ktys" in ihi.s chapter 

• "Using Modifier Keys Wirh P^int Tools" in this chapter 

• "noLihk-'(Tiickinji P^ini Tools, Pittrerns, iirrd Oilors" in rhis 

chapter 



Selecting a graphic Before you can tnodify^ move, or copy a graphic, you must first 
^ select it. There are many different ways to select a graphic. The 

method yoti use depends on the shape and size of rhe piinicular 
graphic element(i) you want to select. The sections that tollow 
explain all the methods tor selecting graphics. 

To select a graphic, you must be working in the same layer as rhe 
graphic. If the graphic is iti the background layer, you can select 
it only from the background layer. If it's in the card layer, you 
can select ii only from the card layer. If you try to select a graphic 
and it doesn't become selected, chances are rhe graphic is in the 
i\Kki;nunul l.iycv anti ynu'rc w* irking in the card layer. (Ir's also 
possible diar rhe element you're trying to select is actuallv a button 
or field. Chapters 4 and 5 explain how to select buttons and fields.) 

>^ Hhribspiur vs. white paint: A white area oii a card or 
background is not necessarily blank, transparent space — it can 
also be white paint or an opaque area. White paint can be useful 
for hiding background elements and for graphic effects such as 
piiinring in white over a color or pattern. In most respects, white 
paint is the .same as any other painr: You can fill selecrions and 
draw with it, and you can erase it. However, not itll the methods 
ot sdcLting a graphic work for whire paint. Each of the following 
sections explains how the selection ol white paint differs from 
the selection of a color. * 
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Once yau Vc selected a graphic, it stays selected until yuu choose a 
cool or click outside the selection. 

4» Icons are selected differently than graphics: Remember that an 
icon is part of a button. To select an icon, you have to select the 
button that displays it. If you re not sure whether a panicular 
element is an icon or a graphic, choose the Button tool {^) from 
the Tools mcnu> click the element, and drag it. If a moving 
dashed litie appears around the element and you can move it by 
dragging, it's an icon. Chapter 4 gives instructions for working 
widi buttons and icons. ^ 



Sel<^Cting a rectangular area To select a rectangular graphic element or a rectangular area of a 

picture, follow these steps: 1 

1. Go to the card or background that contains the g;raphic 
element or the area you want to seleci. 

Pressing -;-B takes you to the background layer. (When you re 
in the background layer, the word Back^oundz^^^^ in the 
menu bar.) If you press O-B repeatedly, you move back and 
forth between die card layer and the background layer. If you 
donr see the graphic you want while you're in the background 
layer, the graphic is in the card layer. 

2. Choose the Selection tool (f, J) from the Tools menu. 

Or click it on the Tools palette. The pointer changes to a 
crosshair (■+ ). | 

3. Move the crosshair pointer to one comer of the area you want 
to select, 

4. Drag diagonally to the opposite corner of the area. 

A ntoving dashed line surrotuids the selected area. If the area 
includes white paint, the white paint is included in the selection. 
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* for a tights selection: To eliminate extra blank space from 
the .scleciion> press the ' key while you dragj when you 
release the mouse buccon, the moving dashed line snaps 
in to select the smallest rectangular area surrounding the 
graphic. Any whire paint that lies oui^ide the rectangular 
area will also be eliminaced. * 



Preii^ and hold the 

" keyanticlnifi 
diagon;il]y with 
[ht SHtcihjn t(K>l 
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The moving dashed line 
snaps around ihe graphic 
to eliminate extra blank 
sjXLcc Irorn tile stjittiion. 



Selecting a 
nonremnguhr area 



Figure 6-5 Eliminating exira blank space In a rectangular seleaion 

If you select too much or not enough, deselect the graphic by 
clicking on die card outside the selection, then select the 
graphic again. 

To selea a nonrecrangular graphic element or a non rectangular area 
ot a picture, follow diese steps: 

I. Go to the card or background that contains the graphic 
dement or the area you want to select. 

Pressing ' -B takes you to the background layer, (When you're 
in the background layer, the word Background ^ippi^^ in the 
menu bar.) If you press 7-B repeatedly, you move back and 
forth between the card layer and the background layer. If you 
don t see the graphic you want while you're in the background 
layer, the graphic is in the card layer. 
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1. Choojie tlie l^so {^-') from the Ibols menu. 

Or dick il on (In- "HhjIs pak-tte. The pottir^-r nirn.s inro ^ lasso. 
3. Drag around the graphic you want to select: 




Figure 6-6 Selecting :l nonreclangiil^ 



You don*r need ro drag complerely around che graphic; 
HyperCard will complerc the selection by drawing a straight line 
between the point where you start dragging and the point where 
you stop, (But W you stop too soon, you riiight miss part ot the 
graphic you want to select.) 

When you release the mouse button, the edges of the selected 
graphic shimmer. If there was any whire paint or blank space 
surrounding the graphic, it's eliminated from the selection: 




Figure' 6-7 Oriiv i1k" I,isvh.-<.I iiriiphk' sSelei'letl 
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^ //you warn to include the surrounding blank space: To lasso a 
gniphic wichour climiti.iting any surrounding hhnk space or 
whire paint, press the Option key while you drag with the lasso. 
This selects exactly die area you drag around. <• 

U you select too much or nor enough, deselect the graphic by 
clicking on the card outside the seleaion, then select the 
graphic agiiin. 



Selecting an individual There are several ways to selea a single graphic dement without 

gniphic elemem any ol the blank space or white paint that surrounds it including 

the mediod described in die preceding section. ^Selecting a 
NonrectanguJar Area." This section describes two additional 
methods. 

Use the following technique when you want to select a specific 
graphic element quickly and exclude the surrounding blank space 
and white paint, or if your hand isnt steady enough to use the Lasso 
with precision: 

1 . Go to die card or background diat contains the graphic you 
want to select. 

Pressing -B takes you to the background layer. (When youVe 
in the background layer, the word Background -Ap\)C^Y'^ in the 
menu bar.) If you press -B repeatedly, you move back and 
forth between the Gird layer and the background layer. If you 
don I see die graphic you want while you're in die background 
layer, the graphic is in the card layer. 

2. Choose the Selection tool (■ from the Tools menu. 

Or click it on the Tools palette. The pointer changes to a 
crosshair { '- ). 

3. Move die crosshair pointer to one comer of the graphic. 



Chapter 6; Working With Graphics 



257 



4. Press the Option key while you drag diagonally to the opposite 
comer of the graphic. 

Or choose Select from [he Paint menu (or press '"-S) after you 
drjig to che oppo^iice corner. This automatically cliooses the Lasso 
and select che graphic. 



Option kiiy And (.Irjj; 
cti;ig<)njt!y wuli 
the SelecLion tcKi] 




[(] here. 




The selected griipliic 
shimmers- 



Figure 6-8 SL'kvtinfi an fntiivitiual graphic element 

Ifyou select too tnuch or not enough, click on the card outside the 
selection to deselect the graphic, dien select if again. 

You can use die following technique ro select a one-color graphic 
element that has no hreaks in it — diat is, one that's coniposcd 
entirely ijf conjiected dots ol the same color. This redmique is 
useful for selecting small graphic elements of one solid color. 

1 . Co to the aird or hackground that contains the graphic 
element you want to select. ^ 

2. Choose the Lasso from the Tools menu. 



3. Move the Lasso's tip into the graphic. 
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4. Press die key while you click the graphic. 




Selcci ;i onc-L'tjIar graphic TlR-cclgLvsuf tliesclecifd 

di-iiiMii hy ' -tlii'kinsi ji wilh .siinphic siumnKT 

lEir hp til liu' Li^sn 



Figure 6-9 Sclu'Liing a one^olor graphic elemeni 

Selecting the graplliC immediately after you draw a single graphic element (and befhreyou 
you've just created i^Iick anywhere), you can select the element you've just created by 

choosing Select from the Painr menu or pressing ' -S. The Select 
command selects only the graphic element {including white paint) 
youVe created since the last time you pressed the mouse button, (if 
you haven t just created a new graphic, the Select command selects 
>iil the graphics in the byer in which youVe working.) 

This technique is particularly useful if you Ve just drawn a shape 
very close to or actually touching another shape, and you need to 
move the new shape. You can even draw a new shape on top of an 
old one. choose Select, and then drag the new shape away without 
changing die old shape. 

You can also use the Select commiind to select an area you Ve 
just erased, (The erased area becomes opaque after you select and 
move it.) 

11 the Power Keys option is turned on (and the Message box is 
hidden), you can press S instead of choosing Select. (^'Using Power 
Keys," later in this chapter, explaijis the Power Keys option.) 
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Selecting .ill the 
gmphic elements on a card 
or background 



Wlicn your card or baLkgroLind pictLire made up of sevcrid 
individual graphic elemenis. you mighc want to selecr them all at 
once CO make changes to dieni or to copy or niovt: rheni. 1 his 
secdon explains how to select aJl the graphic elements in the current 
layer, excluding any blank space or whire paint between them. 

To select ail the individual graphic elements on die card or 
background, first ni;ikc sure you're in the layer chat contains 
the graphics you want to select, i^ressing -B c;ikes you to the 
background layen (Wlien youVe in the background layer, the word 
B^ni'gfvtffu/Appc^us in the menu bar.) Ifyou press -B repcuodly. 
you muve back iuid fortli berwecn the card layer and the 
background layer. If you don't see die graphics you wane while 
you're In die background layer, they're in the card layer. ^ 

Select all the graphic elements in the current card !ayer or 
background layer by using one of these merhods: 

■ Choose Select from tlie Paint menu, or press -S. 

■ Double-click the Lasso on rhe Too\^ palette, 

■ If the Power Keys option is turned on (and the Message box 
is hidden), press S. (''Using Power Keys>" later in dus chapter, 
explains the Power Keys option.) 



4 hinjst- Vkvi friini 
[lie ?.iin[ [itemi, ill] 
lliutaid j-raphit's 
liecome seleaed 
(their t'dgL's 
sliiiiiEiia) , , , 
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biickground 
graphics Llun't, 



Figure 6- 1 Sflaiing ihe ^raphtL t'lemenis in the currem Iivlt 
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Selecting llie 
entire card picture 
or background picture 



When you want ro copy, delete^ or change the entire card picmre 
or background picture (for example, by filling it with a pattern), 
you can select the whole picture at once in one rectangular selection 
[he size of the card. This seaion explains how to select the whole 
picture in the current layer, including all the graphic elements and 
the blank space between them. 

To select an entire picture, first make sure you're in the layer rhat 
contains the picture. Pressing -B talccs you to the background 
layer. (Wlicn youVe in the background layer, the word Background 
appeiirs in tile mcuti bar.) If you press " -B repeatedly, you move 
back and forth between rhe card layer and the background layer 
If you don t see the picture you want while you're in the 
background layer, it's in the card layer. 

Select the entire picture by using one of these methods; 

■ Choose Select All from the Paint menu, or press -A. 

■ Double-click die Selection tool on die Tools palette, 

■ It the Power Keys option is turned on (and the Message box is 
hidden), press A. ("Using Power Keys>" later in this chapter, 
explains the Power Keys option.) 

■ Choose rhe Selection tool (" . j) from the Tools menu and drag 
diagonally from one corner of the card or background to rhe 
opposite corner. 

A moving dashed line surrounds the selected card or background 
picmre. To deselea the plcturei click anywhere on the card or 
background, or choose a tool from the Tools menu. 
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Copying grUplliCS rii^ uii^icsi way lo get an Inro your stacks is Lo u>py gnipliius liiat 
th3.t COITIC Witll ^"'^"^^^y Copying graphics can simplily' the stack-building 

process. HyperCard comes with a stack called An Ideas that 
rlypClLHIQ cotuains all kinds of illustrations you can copy atid paste mto your 
stacks. The first card in this stack lists categories of graphic images- 
To sec graphics in a particular category, click the categor)' name. 





Figure 6-1 1 S[jme graphics from thL* An Ideas si;ii:k 

When you see a graphic vou like in Art Ideas or any other stack that 
conies with Hypcr<r]ard. copy it and paste it into your stack. Follow 
these steps: 

1 , Open the Art Ideas stack (or any other stack that comes with 
HyperCard). 

2, Go to the card chat has the graphic you want to copy ^ 

3, Select the graphic you want. 

For instructions on selecting a graphic, see "Selecting a Graphic,'* 
earlier in this chapter. 

4, Choose Copy Picnu-c from the Edit menu, or press -C. 
This puts a copy of the selected graphic on the Clipboard, 
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5. Go to the card or background where you want to put the 
graphic 

You can use che arrow keys or commands in rhe Go menu to 
navigate bciwecn cards or stacks while yon have the Selection 
liiul III 1 .ISM) scIcccl'lI. 

U y">n TV nor sure whether rn pm the graphic in rlic card layer 
or the hackgroiiiiJ layer, see "Adding Grapliics tn a Card or 
liackgUJiimr" ai die beginning of this chiipier. 

6. Choose J'astc Picture from die Edit menu, or press " -V 

1 Wis rakes j ccipy of the graphic that s on the Cli|M>iKn-d, puts it 
on the current card or background, and selects ir, 

7. While the graphic is still selected^ drag it to where you want it 
on the card or background. 

The graphic becomes opaque after you paste it. If you want to be 
able to see through the graphic to the elements behind it, select it 
and cho<Jsc Transparent From the Paint menu. 

^ Sfc also: • "Changing the Appearance of a Graphic" in this chapter 



Undoing your if you make a mistake while you're working with the Paint tools 
niiStSkCS ■^'^'^ ctnnmands, you can undo your last operation by choosing 

Undo from the Edit menu (or pressing ' -Z, Esc, or Tilde) before 
you do anything else. 

<" Ij Viido domit work: If Undo doesnt work consistentlv. it's a 
sign that HyperCard is running low on memory. For more 
information about low-memory situations, sec "Working Widi 
Paint 'Jbols When Memory Is Low," later in this chapter. * 
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You oui emse a mistake by choosing rhe Eraser from die "fools 
nietui .mi\ dragging over the- gntpliic. You mii.sr be working in the 
background layer ro erase a background graphic and in rhe card 
layer to erase a card graphic, To erase in a straight horizontal or 
vercicd line, press Shift while you drag rhe Eraser. 

^ Sfcalso: ■ "Rfverting ro chc I^st Version oFa Graphic" in this chapter 

• ''Saving che Graphics on a Gard or Baclq^round" in 

[his diaptcr 

• "Dek'tiog a Graphic" in this chapter 



Painting with the Three of the tools in die Tools menu arc analogous ro everyday M 
BlllSh SpnV tool P^^i'^^'^^g Implements, These tools work much like che implements 
^ , , ^ they represent: 

and Bucket 

■ I he Brush (A) works like a paint brti.sh. 

■ The Spray tool ( a) works like a can o\ spray painr. 

■ The Bucket works like a bucket Rill of paint. 

You can use these cools in conjunction with patterns and colors in 
rhe Patterns menu. This section explains how. 

Painting with the Brush The Brush work^ like a paint brush — it leaves a swath of ^ paint" in 

its path. You can use the Brusli ro paint an area with a pattern or 
color. (HyperCard s default color is black,) ^ 

Follow these steps to paint wich the Brush: 

1. Go to the card or background where you want the paint. 

If youVe not sure whether to put die piunt in che card layer 
or the background layer, see ''Adding Graphics to a Card or 
Bacl^round" at rhe beginning of this chapter. 
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2. Choose the Brush (6) from the Ibols menu. 

Or dick it on the 'lools paleccc. The pointer changes to the 
current Brush shape. 

3. Drag where you want to paint. 

Painr (in the current panern or color) appears where you dr^, 
Ut piiinr in a stniij;hr hnri/ont:3l or veniuil line, press and hold 
the Shih key while you drag. 

* To erase with the Brtish: You can erase any existing painr in 
iIk' |iitth III (Ik- Rrush hy pressinj; iind luiklin^ the key 
while you drag. * 

If you want to paint with a different partem or color, choose the 
one yoLJ want from the Partcrn.s menu (or click it on the Patterns 
palette) before you drag with the Brush. 

if you want to pdnt (or erase) with a different brxish shape, choose 
Brush Shape from the Options menu or double-dick the Brush on 
the Tools palette. The Brush Shape dialog box appears; 



Chck ahrushslmpt' lo 
sekvi i[. MicT vou 

.t l>nl^h ^[l;LpL'. ifits 
Jijioy hii.v iJis;ip|X"arri, 
The pointer changes 
to the brush shape 
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A Ixjx ;!ppfars jround rhi? 
sekcitd Imish shjpe. 

FiguTf 6-12 Tlic difftTL'nl hrush shy|x:s 
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'llie diftcrenr brush shapes create difterenc eiFecrs when you painc. 
The following figure shows some examples: 



lim^ll bl]a|x-_ 




5 o 



Figure 6-13 l ltt' diflcicni 1ru:^h .sliupts aeaie illFfutm e^^^ 

Painting Witil The Spray too! works like a can of spray paint — it "spritzes'' paint 
the Spray tool onro the screen in the selected pattern. 

Follow these steps to paint with the Spray tool: 

1. Go to the card or background where you want the paint, 

li yoiUL- not ^urc whether to put ihL- \r.u\u in the card layer 
or the background layer, see "Adding Graphics to a Card or 
Background'' at the beginning of this chapter. 

2. Choose the Spray tool ( S) from die Tools menu. 

Or dick k on the Tools paleae. The pointer changes to the 
Spray tool ( - ). 



ChapiLT 6: Working Willi Graphics 



m 



3, Dr^ where you want to paint. 

SpvAy paint, in the current pattern or color, appears where you 
drag. The more you spray back and forth over the same area, the 
more the pattern or color becomes apparent. (Some patterns 
don't show up until you vc dioroughly covered an area,) 

To paint in a straight horizontal or vertical line> press and hold 
the Shift key while you drag. 

^ To erase with the Spray tooL You can erase any existing pain: 
in the path of the Spray tool by pressing and holding the T 
key while you drag. -> 

If you want to spray with a different pattern or color, choose the 
one you want from the Patterns menu or click it on the Patterns 
palette before you drag with the Spray tool. 



Filling an area with You can fill any area on a card or background with a pattern or 
a pattern or color color by using either the Bucket (in the Tools menu) or the Fill 

command (in the Paint menu). Before you fill an area, you can 
choose the pattern or color you v/ant to fill it with. 

This section describes two different methods for filling an area. 
The method you use depends on whether the area you want to fill 
is completely enclosed. 

Filling shapes: If you know before creating a shape that you 
want to fill it with a pattern or color, you can fill the shape 
automatically as you draw it. For instructions, see "Drawing a 
Shape Filled With a Pattern or Color," later in this chapter. 
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Hilling an enclosed ;nva 

WliLMi you wain lo lill an viiva that's ijutnplctcly o-ncluscd — iliai is, 
completdv surrounded by an oudine — follow diesc steps: 

1 . Go to the card or background diat contains che enclosed area 
you want to fill. j 

If the ouriinc enclosing che area is in the background layer, go to 
the background layer. If [t\s in the card layer make sure you're in 
the card layer. If the outline is composed of several different 
graphic elements, they must all be in one layer. 

Pressing ctkes you to che background layer. (When you re 
in the background layer, the word Background 2.^^ f^^^ in tlie 
menu bar.) If you press " repeatedly, you move back and • 
forth between the card layer and the background layer. 

2. Choose the pattern you want from die Patterns menu. 
Or click it on the Patterns palette, 

3. Choose the Ruckct {<^^) from the Tools menu. 

Or click it on the Tools palette. The pointer changes to the 
Bucket. 

4. Move die Bucket so that the tip of the stream pouring from it 
is within the enclosed space you want to fill, then click: 




This is the pan of rhf bucket 

ihut dispenses piini 



Figure 6-14 h)Mii<m]n;iilLu Ihickei |H3tiuerU) lillunaitvi 
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If ilitTc .irc any in llic uuilinc tluK t:nclf>,sL\s tliL' area yon want 
ro lllL piint will spill nut and fill rhc siirroimding area, mo. If this 
happens, imniediaiely choose Undo from the Edit menu, or press 
v"'-Z, Tilde, Esc, or Delete. Then check carefully for gaps in die 
oudine before using the Bucket again. 




Figure 6-15 Paini spills {)ul of an unenclosed area 

* 7b check for gaps: You can magnify die graphic to check tor gaps 
in its oudine by using die technique described in "Magnifying a 
Graphic for Editing," later in diis chapter. ❖ 

Filling an unenclosed area 

To fill ;in area that's not completely enclosed by an nmlinc or other 
graphics, follow these steps: 

1 . Go to the card or bad^oiind diat contains the area you want 
to fill. 

l*re^ing ■ ' -B takes you to the background layer (When you're 
in the background layer, the word &f^t^i9w/7-i/ appears in the 
menu bar,) If you press -B repeatedly, you move back and 
forth between the card layer and the background layer, 

2. Choose the pattern you want from the Patterns menu. 
Or click it on die Patterns palette. 
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3- Select the graphic element or the area you waiii to fill. 

If you want co fill a specific graphic element, you can sdca 
it with either the Selection tool or the Lasso, as explained in . 
"Selecting an Individual Graphic Element." earlier in this 
chapter. If you want to fill a blank area, select it with the 
Selection tool, as explained in "Selecting a Rectangular Area," 
earlier in this chapter. 

4. Choose Fill from the Paint menu. 

The selected area fills with the current pattern or color. 




Selea the graplnc you want lo fill . . . 



. . . and chtjo^ Fill 
from the Paini menu. 



Figure 6-16 Lfsing iht Mil tommand 

If the Power Keys option is turned on. you can press F instead of 
choosing FilL ("Using Power Keys," later in this chapter, explains 
the Power Keys option.) 



Creating your You can change any pattern in the third or fourth column of the 
own D'ltterilS ^^^"^^^^^^ menu or replace it with a pattern of your own creation. 

^ When you change or create a patreni. the new pattern is saved with 

the stack you're working in. it appears in the Patterns menu every 

time that stack is active. 
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To change nr cre-ate a pattern, follow these steps: 

1. Choose die patiern you want to change from the third or 
fourth column of the Patterns menu. 

Or dick it on the Patterns palette. You cannot change any of the 
individual colors in the first or second columns, 

2. Choose Edit Panem from die Options menu. 

Or double-click the pattern you want to change on the Patterns 
palette. The Edit Pattern dialog box appears. 

3. Edit the pattern. 



This is ihe editing 
are:! Y<Ht L':in dit:k U) 
drdw and erase the 
little squ:ires [hat 
make up liie paiiem. 

Click here rulill the 
partem with [}if 
sSi'ltcttftl L'oliir 

Click hm to mix iht' 
iht' >flaievl tnkir 
inU" rho pmiLTn 




As youdiiihe paittrn 
in ihe ifdiEing area lo 
thekfi, this shows 
you how the pattern 
will look. 



I Jiik tlif nfhn yoii w;ini 
to use lo select il 



Figure 6-17 rdilin^; :i pailcrn 



4. Click OK to save the new pattern. 

The new pattern takes die place of the one chat was selected in 
the Patterns menu. 
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Lnanging color sets The color set for :a. HyperCard stack determines the 16 colors 

nvailable For use by the backf^munds, cards, buttons, and fields 
ill the stack. You caii choose from among five cokir sees tor any 
given stack: the standard system color set, a gray scale color set, 
and three others. 

When you change your stack's color set, the colors of some or all 
the graphics, buttons, and fields in die stack may change to reflect 
the new colors. For example, these three images all make use of die 
same graphic, bur different color sets: 





Siandard sysEem color sei 



Gray stJile color set 




A ixislcl a)k>rsc'l 



Figure 6- 1 8 Ch;in^inn ii >V *r ,stis 
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K yon wisli, yoit ciin -sclcci color sets for ihn c:u\\s and li.ickg rounds 
in yoLir srack iliat arc different from rhe color sec ,sdccred for the 
stack as a whole, U a card's color set has not been specified 
individually, the card uses die color set currently selected for its 
background. Similarly, if a background's color set has not been 
specified individually, the background uses rhe color set currendy 
selected tor the stack. 

For exanipk-> the cards in rhe Birds stack use .several difrerenr color 
set-s so rliai the ailors in e;ic!i drawijig match the bird's true colors 
more closely. By carefully selecting the color sets for cards and 
backgrounds in a stack, you can control the colors in your stacks 
more precisely than would be possible with just one color set. 

It none of the five color sets available for a card or background 
includes the colors you want> you can add a sixth color set to a card 
or background in the stack from any document in the Apple 
Preferred File Format^ die standard format for Apple lies graphics 
documents. For instructions on how to do this, see "Importing a 
New Color Set for a Card or Background," later in this chapter. 

You can also add a sixth color set to a card or backgrou[id by using a 
desk accessory, an XCMD, or HyperTalk to specify the colors you 
want. If you use a desk accessory or an XCMD to do this, die color 
set you specify will be added auromadcally to die color sets for rhe 
current card or background and will be selected. For instructions on 
using HyperTalk to add a sixth color set to a card or background, 
sec the discussion of the coiorSet property in the HyperTalk 
Help stack. 

The sections that follow describe how to change the color set tor a 
stack, a card, and a background. 



Changing d -Stuck S color .set lb chiuigt- thu color sec for [he stack you're working in. toliow 

cliojic steps: 

♦ ■ 1. Make sure you have one of the Genera] tools selected. ■ 

The Browse tool ('fS), the Burton cool (q), or the Field tool (□) 
■ ■ "i will work, 

2. Choose Stack Info from the Objects menu. 

3- Click Colors. 

The Colors dialog box for the stack appears. 

4. Select the color set you want: 



<:()brseirilliiit art 
avLiilablc fbrihc 
airrcni smck. 
Click ihe one you 
waniU) use. - . 



Display coUn for (tack ''HuStack" 




Whtn tfi^DlcHfrifl this stack: 
I U^e the^e colors 





■ 1 


' 'MB 







StDndari! sijstw colors 
Grau ^coIp 
Otfter GolDr Sf ti„ 



OK j [Concfl] 



ihi'ii |ii\'ss ;inJ ImkI ihr mniiM' hulltm lu re ;intl ilnij; in 
chtHisc ""Uw [liL-.sL' Lolors" ( jl ii ^* not jilrviiJy sdfUtU) iWnii iIk- 
pop-up menu. If you choose "Gei standard sysif m tolors" 
Insrtnd, your Matk will use the standard system colors* no 
nuULT wliidi nilor.SL^I is sdL'iLd for iIil- ,st;K'k, 



Figure 6- 1 9 Cliimging u stack's color sei 

5- When you* re finished, click OK, 

The Colors dialog box disappears, and you see rhe Slack Info 
dialog box again. 
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6. In the Slack ln(i> di;ilogbox, dick OK. 

The colors disphyctl in the suck now m:uch rhc color set yon 
selected (unless different color sees have been selected for - 
I ^ individual cards or backgrounds). 

S c'( 'l( *r '^L'l Yon Ciin easily tell which colors arc in the color set for the current 
Ciird by checking the Patterns menu while you're working in the 
card layer. 'I'he first and second columns in the Parrerns menu show 
the colors currently being used by the card. 

To change the color set tor a card, follow these steps: 

L Go to the card whose color set you want to change. 

^ 2. Make sure you have one of the Paint tools selected. 

3. Choose ''Choose ColorSet" from the Options menu. 

Or double-click any color in the first or second column of the 
Patterns palccte. The Colors dialog box for the card appears. 

4. Select the color set you want: 



TIlL-SL- Jl'L- lIlL' 

ailor.^^Mli^iUru 
avaiblilt lor 
currcni aircl 

(]ltl'k lIlC CPLIL- VliW 



lisplobt colors f[ir card ID 292? 



Uh?ndistilai|inBCh]^ card: 
I Use the^e colors 




Standard sijst» colors 



Grasscal* 

1 ] Other color 5* cs.„ 



3 [ Cancel ) 



. , . Ilifn press ;md hold ihe [House huElon \\m .mcl tlmg [o 
L'lunkSi.' "U.sc ihcsi' colors" (il ic's ml already selected) ham the 
pop-up niL'iuk Jl yuu lIjik^sl' ^Cld colors Imn Imkgrouiu!" 
insiLMd, Uie i-jrd will uwihefolorscurrenily speciliedliir [Iil- 
haLkJ^f(^uml no miilli:r which color sei is selected for tlie card. 



Figure 6-20 (ilian^^in;; a card's color 
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In 



5. When you* re finished, dick OK. 



The colors displayed on the card now match the color set you 
selected. 

You can also change a card's color set when you have one of che 
General tools selccced^ as described in "Changing a Card's Color 
Sei" in Chapter 3. 

If none oFrhc five color sees for a card include the colors you want, 
you can add a sixrh color set to a card from any document in che 
Apple Preferred File Format, the standard format for Apple IlGS 
graphics documents. For instructions on how to do this, see 
"Importing a New Color Set for a Card or Background," later in 
this chapter. 

You can ;dso add a sixth color set to a card by using a desk accessory, 
an XCMD, or HyperTalk to specify die colors you wane. If you use 
a desk accessory or an XCMD to do this while you're working in 
the card layer, the color set you specify will be added automatically 
to the color sets for the current card and will be selected. For 
instructions on using HyperTalk to add a sixth color set to a card, 
see the discussion of the colorSet property in the HyperTalk 
Help stack. 

Changing a backgrouncrs You can easily tell which colors are in the color set for die current 

color set background by checking the Patterns menu while you're working in 
the background layer. The first and second columns in the Patterns 
menu display the colors currently being Lised by the background. ^ 

To change the color set for a background^ follow these steps: 

1 . Go to any card that has the background whose color set you 
want to change, 

2. Make sure you have one of the Paint tools selected. 

3. Go to the bacl^otind layer. 

C>luiose Backgioutid from the lldh menu, or press " -B. 
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4. Choose "Choose ColorSct" from die Options menu. 

Or doiiblc-dick any culur in ihe lirsi <ji second colunui ufilit: 
Patterns palette. The Colors dialog box for the background 
appears. 

5- Select the color set you wanD ' 



color seis rhal are 
av;iiJahle for [he 
curren[ backgrouiiLl 
Click the one you 
wiini to use , . . 



DUplO!) colors for bachsraund ID 2697 




When disployins thh bksrd: 



Grou scale 
Dthrr color stts.. 



OK 



1 [Cancel 



. . then prcw and hold the mouse button here and drag 
choose "Use these colors' (if it's not already selected) from the 
pop-up menu. If you choose "Gel colors from stack" insread, 
your ,stack will use [he colors currendy specified lor the scack 
no matter which color set is selected for the background. 



Figurt 6-21 t^liLmiiin^- J Iwckground'scobr-sui 



6. When you re finishedi click OK. 

1 lie colors displayed in tiic backgrotind now match the color set 
you selected (unless different color sets have been selected for 
individual cards in the background). 

You can also change a background's color set when you have 
one of the General tools selecced, as described in "Changing a 
Background s Color Set" in Chapter 3. 
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[ If none of the five color sees for a background include che colors 

you w'.mt, yoii can ;uld a sixth c<jlor set m :) h;»clipronnd from any 
document m che Apple Preferred File Format, the standard format 
( for Apple llUh graphics documents. For instructions on how to do 

this, sec the next section, "Importing a New Color Set for a Card 
or Background." 

' You can also add a sixth color set to a background by using a desk 

accessory, an XCMD, or HyperTalk to specify die colors you want 
If you use a desk accessory or an XCMD to do this while you're 
working in the lxick{;rnunJ layer, the color set you specify will he 
added automatically to the color sets for the curreiu backgroimd 
and will be selected. For instructions on using HyperTalk to add a 
sixth color set to a background> see the discussion of the colors^ 
property in the HyperTalk Help stack 

InipUlting a new color set The Colors dialog box for a card or background normally allows 
for 3 curd or bcickgrounci you to choose from only five color sets. However, you can add a 

sixth color set to a card or background from any doctunent in the 
Apple Preferred File Format by following these steps: 

1. Go to the card or background where you want the new 
color set. 



A Important: If there are any graphics on the card or background 
that you w;uit to keep, make a copy of them for temporary 
safekeeping as described in 'Copying a Graphic to Another Card 
Background," later in this chapter, before you import the new color 
set. Otherwise, you will lose the graphics permanendy. A 

2. Make sure you have one of the Paint tools selected. 

3. Choose Import Paint fi^om die File menu. 

A directory dialog box appears. 
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4, Use die directory dialog box to locate and open die l\uiit file 
that contains the color set you want to import. 

The upper-left porrion of the imported picture appears. 

5. Choose Keep from die Paint menu. 

HyperCard adds the color set from the imported pictiire*s 
original Paint file below the color sets in the current card or 
background's Colors dialog box, and selects il. 

If you want to keep the ticw color set but not the imported picture, 
erase the picture and replace it with your original graphics or any 
other graphics you want ro use. For more information about 
importing graphics, see "Imponing a Graphic/' later in this chapter. 



Drawing lines 
and shapes 



The Tools menu includes tools for drawing lines and shapes — 
including circles, ovals, rectangles, polygons, and free-form 
shapes. This section explains how to create lines and shapes with 
these tools. 



Tools 1 
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i'hcso lools ^rf 
for drawing lines 
and shapes. 



Tigiirc 6-22 tix^ls lor Jruitt iiiii lito \xxv\ slupc'* 
^ See aiso: 



• "Drawing With Pacrcras. Cob^s, and DifFerenc Line Widchs" 
in this chapter 

■ "Cfc'iiting SpctijI Graphic Effects*' in this chaptt-r 

■ "Changing chc Appearance of a Graphic" in this chapter 
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Drawinji LI line lu draw j sniii^lu lint' <n .\ fVLr-form i'\\\c or shupi--, follow 

or a free-fonn shape tiiese steps: 

1 . Go to the card or background where you want the line 
or shape* 

■ ' If you're nor sure whether ro put it in the card layer or chc 

background layer, see "Adding Graphics to a Card or 
^ ^ r4ackj;nuind'" at the hc^inning ol this cliaptcr. 

1. If you want to draw a straight line, choose the Line tool (x) 
from the Tools menu. 

Or, to draw a tree-form line or shape, choose the Curve tool (O) 
from the Tools menu. The pointer changes to a crosshair )h ^ 

3, Drag where you want to draw the line or shape. 




Figure 6-23 LiiKvs :in(.l ffLV-ionn ^^lypus 

If youVe using the Line tool, you can draw a straight line ar a 1 5° 
angle from horizontal, or at an angle that s a multiple of 1 5° by^ 
pressing die Shift key while you drag. To change the angle of a 
straight line while youVc drawing it, change the direction of the 
mouJie as you drag. 
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When you iisv che Line cool, you can draw a straight line from its 
center poinr by firsr ntrning on che Draw Centered opcion. To mrn 
on Draw Centered, choose ir from die Options menu. When Draw 
^ Centered is turned on, a check mark appears next to ir in the menu. 

' ' "To turn offDraw Centered, choose it again, (If die Power Keys 

option is turned on and che Message box is hidden, you can also 
press C to mm Draw Centered on or off. "Using Power Keys»" later 
in this chapter, cxpi;uns the Power Keys option,) 

<■ Using the Pencil: The Pencil allows you ro draw thin lines 
and free-form shapes, coo. For a discussion of the speciai 
Lharacterisiics oi'tlic IViicil, see "Drawing Widi the Pencil," later 
in this chapter, ^ 

Drawing circles, ovals, 'lb draw a circle, oval, or rectangle, follow these steps: 

and rectangles , ^ , j . i 

1 . LjO to the card or background where you want rhe sliape. 

Ifyou re not sure whether ro put it in the card layer or the 
background layer, see ^Adding Griiphics co a Card or 
Background" at rhe beginning of this chapter. 

2. If you want to draw an oval or circle, choose the Oval tool (O) 
from die Tools menu. 

Or, to dmw a rectangle or square, choose either the Rectangle 
tool (□) or the Rounded Rectangle tool (□) from the Tools 
menu. (The Rounded Rectangle tool draws rectangles and 
squares with rounded corners.) 

The pointer changes to a crosshair (+). 
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J. Drag diagoii;i]ly to Jr.iw tlic sliapc. 



Jo Jr.iw .1 Lirdu, uv;il iii 

ret'iangk-. seleci ihu 
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iMK' corner - - , 




Figure 6-24 nr;iwin}iiirrk'>.')viils,;inJreti;in^ik-s 

To draw an oval or rectangle that is the same number of pixels g 
wide as ir is high (that is, an approximate circle or square), press' 
the Shift key while you drag. 

To move the shape around on the card while you're drawing it, 
press ■■ ^ before you release the mouse bunon. This allows you ro 
drag the shape :uivwhcre on the card. You can release the key 
to continue creating the shape, then press rhe key again to 
move the shape. Once you ve released the mouse butcon> you 
have to select the shape before you can move it. ("Selecting a 
Graphic." eariier in this chapter, explains how.) 

To draw a shape from the center outward, first turn on the Draw 
Centered option by choosing it from the Options metiu. When 
Oraw Coiuered is niriK-d on. a check mark appears next in It in the 
menu. To turn off Draw Centered, choose it i^n. (U the Power f 
Keys option is turned on and the Message box is hidden, you Ciin 
also press C to turn Draw Centered on or off. '^Using Power Keys," 
later in this chapter, explains the Power Keys option.) 
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To draw a shape in outline — so rhac only iis OLirlijie appears on che 
screen while youVe drawing it — first CLirn on the Draw Outlined 
option by cliousing it from the Options menu. When Draw 
Outlined is turned on, a check mark appears next to it in the menu, 
[ his option allows you to draw a shape more quickly and smoothly. 
The entire shape appears after you release the mouse button. 



Dniwing LI rL^giilurpnly^on 



To draw a regular polygon (one that is die same number of pixels 
wide as it is high), follow these steps: 

1 . Go to die card or background where you want the polygon. 

li you're not sure whether to put it iti the card layer or the 
background layer, see "Adding Graphics to a Card or 
Background'' at the beginning of this chapter 

2. Choose the Regular Polygon tool (O) from the Tools menu. 
The pointer changes to a crosshair (+), 

3. If you want to select che number of sides for your polygon^ 
clioose Polygon Sides from the Options menu. 

Or double-click the Regular Polygon tool on the Tools palette. 
The Polygon Sides dialog box appears. • 

This step and che next step are optional. If you don t select the 
number of sides before you draw the polygon, it will be either an 
approximate .stjiiare (rhc dcfluilt shape) nr the last shape you 
sfL-cted in the Polygon Sides dialog box. 
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-4. elicit iliL- .sha|K- lliat corrt?siK>n£ls lo the polygon you want 
to draw: 



Click d shape to intticaic huw nuny sides you 
want the polygon to liave. (The shape you 
select will remain in eiTea until you change ii 
by scleaing a diffcrcni shapej After you click 
^ sliape, this dii\h^ Ixix disappears. 



AGO ofoion 



ihe.seleaed shape. 



Figure 6-25 Choa^miJ the number ol" sides for a polygon 



5. Drag diagonally to idraw the polygon. 



TliL' |Xjlyf5Dn is 
dniwn from the 



center . 




oumard, 



Figure 6-26 Drawinj^a regular |>olygon 

To move the polygon around on the card while you're drawing 
il, press hefhrcyou rclcjLse the mouse button. This allows you 
to drag die shape anywhere on the card. You can release the ^ 
O key to continue creating die polygon, then press the kc}' 
again to move the shape. Once you've released the mouse 
button, you need to select the shape before you can move it. 
rSclcctinga ritaphic," earlier in this chapter, explains how,] 

To rotate the polygon while youVe drawing it, drag with a 
circular motion. Ifyou press Shift while you drag with a circular 
motion, the polygon rotates only in 1 5° increments, which 
nialccs it easier to position at exactly the angle you want. 
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To dniw a shape in outline — so char only iis outliinr iippcais on rhc 
screen while yonVe drawing ic— first turn on the Draw Outlined 
option by clioositig it from the Options menu. When Draw 
Outlined is turned on, a check mark appears next to it in the menu. 
This option allows you to draw a shape more quickly and smoothly. 
The entire sliape appears after you release the mouse buttoi^. 



Drawing a rcyular ptilygon To draw a regular polygon (one that is die same number of pixels 

wide as it is high), follow these steps: 

1 . Go to the card or bad^ound where you want the polygon. 

If youVe not sure whether to put it in the card layer or the 
^ backgroimd layer, see "Adding Graphics ro a Card or 

Background'' at the beginning of this chapter. 

2. Choose the Regular Polygon tool (O) from the Tools menu. 
The pointer changes to a crosshair (+), 

3. If you want to select the number of sides for your polygon, 
choose Polygon Sides from the Options menu. 

Or double-click the Regular Polygon tool on the Tools palette. 
The Polygon Sides dialog box appears. 

This step ;uid the next step are optional. If you dont select the 
number of sides before you draw the polygon, it will be either an 
.ipproximaie square {the default shape) or the last shape yoti 
selected in the Polygon Sides dialog box. 



4. Click lilt- sliaptj iliai corresponds to the polygon you want 
to draw: 



Click ^ shape to indicaic how muny .sides you 
want the polygon io tiave. (The shape you 
select will remain in elTea until you change ii 
by :^eleaing j dilferenr i;h;ipe J After you click 
A sliape, ihin dialoij disappears. 
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A lxi-\ apiK'urs jriiund 
the selected bhape- 



Figure 6-25 Choasiiig die nurabcrof sides lor a polygon 
5. Drag diagonally to draw the polygon. 




llie polygon is 
dnwn Uotn the 

Lcnler X _ ..ouiward. 



Figure 6-26 Druwin^j:! regutar jxiiygon 



To move the polygon around on rhe card while you're drawing 
it, press heforcyou release the motisc button, l^his allows you 
to drag the shape anywhere on the card. You can release the ^ 

key to continue creating the polygon, then press the key 
again to move the shape. Once you Ve released the mouse 
button, you need to select die shape before you can move it, 
("Selecting a Craphic>" cadier in this chapter, explains howj 

To rotate the polygon while youVe drawing it> drag with a 
circular motion. IFyou press Shift while you drag with a circular 
niution> the polygon rotates only in 15° increments, which 
makes ii easier to position at exacdy the angle you want. 
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With the Regular Polygon [ooL the shape is always drawn from [lie 
center outward, whether or not Draw Centered is checked in ijhe 
Options menu. 



DrilWillf^ an Tb draw a polygon whose sides arcnr necessarily the same length, 

irregular polygon follow these steps: 

L Go to the card or background where you want the polygon. 

If you're not sure whether to put it in the card layer or the 
backgruiind layer, see "Adding Graphics to a Card or 
Background ' at the beginning of this chapter 

2. Choose the Polygon tool (a) from the Tools menu. 

The pointer changes to a crosshair (+), 

3. Click at the point where you want to begin the first side of the 
polygon. 

The Polygon tool works diffcrendy from the other tools — you 
don t hold down the mouse button to draw. 

4. Without holding down the mouse button, move the crosshair 
pointer to draw one side of the polygon. 

You c;in draw the side of the polygon at a 1 5° angle from 
horizontaJ, or at an angle that's a multiple of 1 5°> by pressing 
the Shift key while you move the mouse. To change the angle 
of the side while you're drawing it, change the direction of the 
mouse as you drag. 
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5. Wlien tlie side of the polygon is the length you want it, click to 
fix it in place, 

6. Repeat steps 4 and 5 for each additional side of the polygon, 

7. To finish the shape, dick on the starting point. 

Alternatively, you can double-click or press ' -Z at any point to 
scop drawing, whether or not the shape is complete, (Pressing 
O.-Z also deletes the line that was drawn since you last clicked.) 



^ Click hfK^lo 
I , linhh ihushiipe, 

iiKsiiin i\k- 



2, Draw this side hy 
moving iht pinit-r 

down [Ik' mcHist" 
hulton. 



H. Pniw tliis skIc 

pomiLT wiElioul 
ilokling cbwn rhc 
moiisL' hut Ion 




3 Click here. 



moving the puiniLT. 
\viilu)ui holding " 
down iheniotisc 
billion. 



Click here. 



niovin^ilhL'poinkT 
without holding down 



Figure 6-27 Drjwing an irreH^''^'' pf'lys^n 



Uwplur (y. Wt^rkiiig With trraphics 



Yuti call use the Pencil Co create frec-fonii lines aiid shapes and 
touch up gmphics. 

To draw with the PencQ. just choose it from die Tools menu and 
drag where you want to draw. The Pencil draws in the color 
currendy selected iti the Patterns piilctre, unless you begin to drag 
from a place that is the same color as the color you are drawing 
wiih. In this case, the Pencil drnws in white: 




If you suin dru^jiing 
MllTlMs ilic uikir 

tIrjw,N in while. 



If yuu NLiniiragginji on 
whiiefDf on any color 
(>:hn ih;m ihe mi: you're 
dtjv^in^^ uiifu, lilt I'ax'il 
"Jrjwsin [lie curremly 
selected color. 



Figure 6-28 Drnwing in [he sf Jected color und drawing in while 

The Pencil also draws in white if you are drawing while a pattern is 
selected in the Patterns palette and you begin to drag from a place 
that is filled with any pattern. 

To draw a straight horizontal or vertical line widi die Pencil, press 
the Shift key while you drag. 
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Di'awing with 
patterns, colors, and 
different line widths 



pacTcrns and colors, and lines and shape burders in varying line 
widdis. 
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Figure 6-29 Tilt.' lools for drawing with patterns, colors, and difft-rtni line widrhs 



Drawing ll shape When you know before creadng a shape rhac you'U wanr ir filled 
filled with a pattern widi a pattern or color, you am fill the shape automatically as you 
or color draw it. Follow these seeps: 

1 . Choose the pattern or color you want the shape to have from 
tlie Patterns menu. 

Or click it on the Parterns palcrtc. 

2. Choose Draw Filled from the Options menu to turn it on. 

When Draw Filled is turned on, a check mark appears next to it 
in the menu. (Choosing Draw Filled again turns it off.) ( 

« A shortait: You can also turn Draw Filled on or off" by 
double-clicking any of die shape tools on the Tools palette 
(except the Regtilar Polygon tool). <■ 
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The Tools mcruj looks difFcrcnt when Draw Filled is Turned on: 



Tools 



Tht'ltxilsiiK-nu 
when Draw Filled 
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The TooKiTifnu 
when Draw Filled 
i.s lurned on 



Figure 6-30 TIk- TgdU menu with Draw Filled Jurned off and Turned 



on 



3- Draw the shape. i 

Choose the rool for the shape you waiit to dmw from the Tools 
menu, dien drag to draw die shape. (See "^Drawing Lines and 
Shapes/' eariier in diis chapter, if you want more detailed 
instnicrions.) 

When you finish drawing the shape, it automatically fills with 
the selected pattern. 

Draii^ FHkd with the Curve tool and Polygon toot If Draw Filled 
is turned on while youVe using the Curve cool or the Polygon 
tool. HyperCard draws a straight line connecting your starting 
and ending points when you finish drawing; tlien it fills the 
shape with the selected pattern. ^ 
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ihLs lint'. 



Using l!iL" Cur\v Using ihc Curv*:! 
t<Kil wilh nr:iu' tfujl with Dr-iw 

l illcJ turned ull l-illcU turned un 



Figure 6-3 1 CXMIing ,\ airvud sluijie 



/ 




HyptrCurd dmws 
rills 



Using Lhc Polygon Using iht- Polygon 

lool with Draw tc:o] wilh Or.iw A 
I'rtted turned oft Filletl turned on 

Figure 6-32 CivsHiiiH :m cntlasLxl, lilled |K)lygon 

* Filled shapes without borders: To draw a filled, borderless shape, 
turn on Draw Filled, then hold down the Option key while you 
draw ihc shape, "> 

Drawing wilh Before you draw a line or shape, you can scleet the thickness of die 
differerU line wicltllS line or the shape's border (unless you're using die Pencil, which 

draws in oniy one thickness). Follow these steps: 

1. Choose Line Size from the Options menu. ^ 

Or double-click the Line too! on the Tools palette. The Line Size 
dialog box appears. 
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2. To select a line thickness, click it: 



ID I I I ■ 



A box apptLirs around 
ihesdcaed line width. 



Click tljL' lint- [h:ir represents [he line 
wiJiJ] vijti wunl. AfkT yju flick ,i Ittie 
widih, Eiii.s diiikiji b<M iiiMippt;ii>., 



Figure 6-33 Line widlhs 



3- Draw the line or shape. 

Choose the cool for the line or shape from the Tools menu, then 
drag to draw the shape, (See "Drawing Lines and Shapes,'" earJicr 
in this chaprer, if you want more detailed instruccions.) 

<^ A shortcut for selecting line widths: When die Power Keys option 
is rurned on (and the Message box is hidden), yoLi can type a 
number from 1 to 8 to seiecc a line width while any Painr rool is 
selected, C'Using Power Keys." later in this chapter, explains die 
Power Keys option,) * 



1 2 3 or5 f)or7 R Power keys 



I I I 



Note: These power keys don'l work when 
ihe Line Size diitlog hox is open. 



Figure 6-34 Thi- pnwi-r ktys for rhuo,sin)j line xvidllis 



Drawing borders Witll To draw a shape with a patterned or colored border, follow diesc 

patterns and colors steps: 

1 . Choose the pattern or color you want fr^om the Patterns menu. 
Or dick it on the Patterns palette. 
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2. Choose the tool for the shape you want to draw. 
Any of ihc shape toots will work. 

3. Pr^ss and hold die Option key while you draw the shape. 

See "Drawing Lines and Shapes," earlier in this chapter, if you 
want more detiiiled instructions. 




Figure 6-35 Sliape Ixjrtlers with paiierns and colors 

* Filled siktpes without borden: If die Draw Filled option is turned 
on and you press the Option key while you draw a shape, you 
create a filled, borderless shape, o 



Moving a graphic 
around on a card 
or background 



You can place a graphic wherever you like on a card or background. 
To reposition a graphic on a card or background, follow diese steps: 

1 . Go to the card or background that has the graphic you want 

to move, ^ 

Pressing -B rakes you to the background layer. (When youVe 
\i\ the background layer, the word BairkgfVnncUppG-<\Ts in ihc 
menu bar.) If you press r>B repeatedly, you move back and 
fortii between the card layer and the background layer. 

2. Select the graphic. 

"Seleaing a t.iraphic," eadier in this chapter, gives instructions. 

3. Position the pointer over the selected graphic so that it changes 
to the arrow pointer. 
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4. l>r^ ilic selected graphic. 

Ici Jiiovc [lie gjuphit striiiglii liori/oiUiilly or vcnicAly, prc^ aiid 
hold Shift while you drag, 

^ Can'f drag the graphic? If you ihink you've selected a graphic 
but you can't drag it, you might be trying to move a 
background graphic from the card layer. Press ' -B and 
try again, Ifyou still can't drag it, it's eidier a button or a 
field. (Chapters 4 and 5 explain how to move buttonsi 
and fields.) * 



A Important: After you reposition a background graphic, it's a good 
idea to look through the cards on which die graphic appears, to see 
how the cards look, A 



Creating special You can use die Paint tools in combinacion with one or more of 
SraphiC effects commands in the Opdons menu ro create a variety of special 

effects. This section shows examples of the effects you can create. 

Drawing in mulliples You can draw multiple lines or shapes using the Draw Multiple 

option in the Options menu. 
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f-igure 6-36 Thu [cinls ynu can ust- wiili the Dmw Multiple option 
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"lb draw multiple I'miss ur iihapcs in a single stroke, tuilow 
these steps: 

L Choose Draw Multiple from the Options menu to turn it on. 

When Draw Mtiltipic is turned on, a check mark appears nexc 
to it in rhe Options menu. (Choosing Draw Mtiltiple again 
turns it ofF.) 

2. Draw a line or shape. 

Choose die tool for the line or shape yon want from die Tools 
menu, then drag rn draw the shape. (Sec ''Drawing Lines and 
Shapes," earlier in this chapter, if you want more derailed 
ins cruet ions.) 



Line 



Rl.■l■[Lln^;lo [<Kil touin^k" Uji'I 0\:i\ UKil l^ilygun uk>! 



Draw Muliiple 
turned off 



Unw Muliipic 
iLirneU on 



Drjw MulUpk' 
ind Draw CenicTcd 
Eurned on 





IIEDII 




Figure 6-37 Drawing sh;jpes with and widitmi Draw Multiple 



Cli;ipk-r (y Wnrkinjj Willi Gniphlcs 



To control the spacing between the multiple images, press die 
Option key in Lonihinanon with a number from 1 to 9 before you 
drag, rhc higher the number you type> the ferther apan the images 
will be. 



Option'3 





OpEion-7 



Option-^ 



ri^nre 6-3S Vjfyinj; tin- .spiidn;; k")wa'n im;igfs liir lIil' DniW Mulliplf npiitm 

If the Power Keys option is turned on (and the Message box is 
hidden), you can press M to turn Draw Multiple on or off. (The 
Power Keys option is explained in "Using Power Keys," later in 
this chapter.) 



Aligning graphics 



You can use HyperCard's Grid option to help you line up graphic 
demcnrs and position them more precisely, lb turn on the Grid 
option, choose it from the Options menu. (When Grid is turned 
on, a check mark appears next to it in the menu. Choosing Grid 
agajji turns it off.) 

When Grid is turned on» the movement of the pointer is 
constrained to an invisible grid whose lines are 8 pixels apart 
(just under one-quarter of an inch). As you draw graphics with the 
Line tool and shape tools, or drag graphics to move them around, 
they'll be aligned to this invisible grid. The grid also constrains 
the movetnent of the Selection tool as yoti select graphics and the 
movement of the I-beam as you try to position the insertion poinr 
to type Paini text. 



Chapter 6: Working With Graphics 



295 



The Grid option is most helpful for aligning graphics chat were 
crLMted vvidi the (Irid ijptioii iiirnt-d nn. If you cr*^acc graphic with 
Grid turned off and then turn Grid on> HyperCard will have a 
difficult time aligning the graphics because their sizes and positions 
won't contorni to the grid s intervals. 




ij If [he grid were visible, 

ii would look like this, 
The ^rjphic^i you 
aejie while [liL-GhJ 
jjption i.s [iirnt'd or jri^ 
-ilignctl 10 ihegnd. 



Figure 6-39 Aligning gnipliics with [he grid 
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The Grid oplitm 

works wiili these 
tools. 



Figure 6-40 The tools affected by the Grid option 



You can use Grid in conibinarion with other options in the Options 
menu to create a variety of efFects, as shown in the next section. 
"Combining Options for Unique Effects." 

If the Power Keys option is turned on (and the Message box is 
hidden), you can press G to turn Grid on or of}'. ("Using Power 
Keys," later in diis chapter, explains the Power Keys option.) 
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Conil^illing tJptioilS You am cre;itc sonic iiucresting visual images when several options 
for UniC]Ue Cflctts in the Options menu :jrc turned on ;it rhc s;ime time. And you can 

add CO the variety by holding down various modifier keys while you 
draw widi differenr options turned on. Experiment with different 
conibinarions to see what happens. 




ux)l. Dntw Filled 
lurneJ on, Draw 




Line iwl, Shifl kt^y 
preswd, Dniw 
MnJiiiilt [Lirnalon 




Ov:il [wl, Shift key 
prL'.s.sed, Gridiumetl 
on, Drjw Cenier(f J 
Iiirnt-d m. Dr.iw 
MtillipJe lumed on 



Kmungle tool, Grid 
lurned on, Draw 
Ct-nkral turned on, 
[Jr.nv Muliipk' 
turned on 




Oval [ool, Grid turned 
on, Draw Centered 
turned on. Draw 
Multtpk' tinned on 




Line nxji. Grid 
turned on. Draw 
Multiple uirned on 



Figure 6-41 SpL'L'ial efFeeis 
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Adding Paint text Pain[ text is tcxi ynij create with the Paine Text cool. Ii looks like 

rhe text yoit rypc in fidds, but you use the Paint tools to create, 
move, copy, and change Paine texc> just as you would with any 
other graphic. 

■ * 

Paint text is especially useful when you need to include text as pare 
of a picmrc^ — for example, as a picture title or labels — or whenever 
you want text to behave more like a picture than text. You can selea 
both a picture and Paint text at once with the same tool and use ihc 
same commands on diem. And you can create special effects with 
Paint text by using commands in the Paint menu (for example, 
Invert orTrace Edges). To add Paint text to a card or background, 
follow these steps; 

1. Go to the card or background where you wajit the Paint text.^ 

If you're not sure whether to put it in the card layer or the 
background layer, sec "Adding Graphics to a Card or 
Background'' at the beginning of this chapter. 

2. Choose the Paint Text tool (A) from the Tools menu. 
The pointer changes to an I-beam (l). 

3. To select a font and style for the text, choose Text Style from 
the Edit menu, or press -T. 

Or double-click the Paint Text tool in the Tools palette. You see 
the Text Style diiilog box. 

The preset format for Paint text is 8-point plain Shaston with a^ 
line height of 9 points. 
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4. Choose from the options in the Text Style diaJog box: 



Click lo .seltt.1 or deselect one or 
more sty les, ESl-Jl'^:! nothing for 
plain lexf J The ample text at die 
bottom of tile dialog box ^^hows 
rlieelTei'i of [hcsek-tUtlMyk-s. 

Press itnd hold the mouse . 
bulTon here to see ;i pop-up 
mt^nLi lordiooMitii till' 
iilignnicnl ol I'aini Il'XI 



Click losL'kvi lliL' (.;[ickioM.'lea lorn si/e 
font you wani. Uneasured in points^ 



- Slalt; - 

□ Bold 

□ ttdic 

□ Outline 

□ Sftodw 



Courier 


O 


Geneva 


Helvetica 








Times 




Venice 





flhgnLeft h Line Height; [S 



The Qtiich broHn fat junps over the lazy 



This number determines the space 
k^lween lines. HypeK^aiiJ sei.s iliis number 
auiomLJlicjilly wlien ) ou click one of the 
santiaril font sizes, hut yoj canchanKe it. 




Toiiiea font sizenoE 
lisiL-d, lypt' i[ here. Then, tf 
you want to adjust the 
height 10 ihtr new type situ, 
ire.s^ lintor, (If you don't 
press Enter, the line heighr 
wilE rcm^iin the same). 

This shows wliy[ your 
le^l will loi^k Wkc. 



Figiure 6A2 ^selecting a font, style, and size for l^int text 



The choices you make in iJiis dialog box sray in effect: for the 
Pairu Text cool until you chiinge them, or unci! you restart 
HyperCard. ('I'hc preset formal is restored when you resrart 
HyperCard,} 

5- Click where you want to position the inserrion point and begin 
typing, 

While you're typing, you can press Delete Co delete one character 
to the left o( the insertion point. And you can press Remrn to 
start a new Ihie of text. 
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As long as the insertion point is still blinking, yon can change 
ihe font, style, and sizt of the text you're typing by choosing 
Text Style from che Hdii menu and changing the st-tcing^ In die 
Text Style dialog box. All the text you've typed since you last 
clicked (or since you hisi prcSsSc-d Tjitcr) is changed to the new 
font, style, and size. 

Similarly, you can ch;inge rhe pattern or color of the text youVc 
typing by choosing a different one from the Patterns menu. AJl 
the text you've typed since you last clicked or pressed Enter is 
clungcil U) the new paticni or color. 

As soon as yon click anywhere, choose another tool, choose Keep 
from the Paint menu, switch into or out of the background, or 
move to another card, die text becomes part of the picture — its i 
attribtites become fixed. To change the text or its attribtites, you 
have to erase it and st:irr again. 

* Quick text pickup tip: To select Paint textyouVe jtist finished 
typing, press -S immediately, before you click anywhere. * 

A Important: You cant use the Find command to seaxch for Paint 
text. To HyperCard, Paint text is just another graphic. If you think 
thai you'll want to search later for what you're typing now. create a 
field and enter the text in the field using the Browse too!. (See 
Chapter 5 for instrucdons on enrermg field text.) ^ 

TurniniJ field ICXt You can turn existing field text into Paint text, if yon decide that i 
inU) Pulni ICXI you'd like to make it pan of a picture. Follow these steps: 

1. Choose the Browse tool from the Tools menu. 

The pointer becomes an I-beam (l) when yon move it over the 
field. (If you don t see the Ube-am, consult ''Where's the I-beam 
Pointer'* in Chapter 5.) 
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2. Drag (with the I-beam) to select the field text you want 
to change. 

3. Choose Copy Text from the Edit menu, or press ^-C. 

Or, if want to remove the text from the field, choose Cut Text 
from the Edit menu, or press '^ -X. 

4. Choose any Paint tool from the Tools menu- 

5. Co to the card or background where you want the text. 

If youVc not sure whether to pur ir in die card layer or the 
hnckground Kiycr. .sec "Adding Gmphics to n Card or 
Background'' at the beginning of this chapter. 

6. Choose Paste Text from the Edit menu, or press 3-V 

The copied text appears in the center of the card, surrounded by 
a moving dashed line: 



ifAiiJ^Vt ^^^^^ 

Tf) movi: ihe .seleciecl You can change tJie .shape of ihe selection 

[L'xt, drag any pan uf it by pressing the ' kty and dragging from 

a corner (The luxi wmps ill rhe righi 
Ixjrtlcrof Ihosdeition.) 



Figure 6-43 Turning field rexr inio Paint text 



While the text is still selected, you can format it by choosing Text 
Style from the Edit nieniL (or pressing ' -T) iind changing the 
settings in the Text Style dialog box. The text becomes part of the 
[licturc aher yoii click otitside the selected area. 
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when elements HyperCard puts different kinds of elements in different layers, as 

OVCrl'lD ^^"^'^ following figure. Together, all these layers make up die 
' card you see. 



l4;ickgrounil piaure 




-ai^ 



IJiickiiroitntI 
biiiumsiind fields 




:jncl fields 



The bjL'kgrountI piaure 
is fixed in a layer by 
itself— it's alwiiys 
lx:liind ihe hjickgroimd 
huiuins ;ind fidds iind 
all the cjrd elements. 



wliun yuii liKjk 
ai ihe ard 




,1 ■! 



Tl)e card picture is also 
fixed in a layer by 
iEse[f— it's always 
behind ihe card buttons 
Ljnd fields, and in from 
ul ihe byckgriHind 
bullons and fields. 



Figure 6-44 1 lyjierC^iiaJ s liiyer.s 
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As shown in Figure 6-44, the graphics in the card layer (referred to 
tollcccivdy as the vard pianre) are behind \\\\ the butrons and fiekis 
^ in die card layer, but they're in front of the elements in the 

- ■ ■ ' background layer. This means graphics in the card layer can obscure 

[he bacltgnmnd ek-ments, but diey can be obscured by die bucions 
and fields in the card layer. 

Graphics caJi also obscure one another, Graphics in the background 
layer (referred to collectively as the background picture) can get lost 
behind graphics in the card layer, and a graphic chat you Ve created 
rccendy can cover graphics that u-erc drawn earlier in the same layer. 

^Vhen elements overlap so that some graphics obscure, or are 

• obscured by, other elements, you can either rc^range the dements 
so they don t overlap, or you can make some of the elements 
transparent so you can see other elements through them. "Moving a 
Graphic Around on a Card or Background," earlier in this chapter, 
explains how to reposition graphics on the card or background. The 
next seaion explains how to make graphics opaque or transparent. 
(Chapters 4 and 5 give instructions for rearranging buttons and 
fields and making them opaque or transparent.) 

Making a graphic opaque When you want to be able to see elements that are obscured by a 
or Lran,S]Xircnl graphic, you can make the graphic transparent. Conversely, when 
you want to make a graphic more prominent, you can make it 
opaque. 

^ Follow these seeps to make a graphic opaque or transparent: 

1. Select the graphic. 

"Selecting a Graphic," earlier in this chapter, gives instructions. 
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2. Choose Transparent from the Paini menu lo make aiiy blank 
space or white paim wiiliin the graphic transparent. 

Or choose Opaque from the Paint menu to make the entire 
graphic opaque. 




duihuiil ... iiiovcti iiwm ujlur 




A jiiuphic , , . madL' iranspareni 

dmeni ... and moved over a color 



Figure 6-46 Makinj; ii yraphic EninipuffUl 

<- Making the mtire ^aphic transparent: iFyou want to make the 
entire graphic Transparent — including blank space, white pamt^ 
and colors — hold down the Opcion ke>' while you choose 
"Iraiisparcnt (rom the Paint menu. (Note that placing a 
transparent color over another color sometimes leads to 
unexpected results, such as black.) * 



When you first create or pasie a graphic, opaque — chat is, it 
covers che graphics beneath it. You can m:ike the new graphic 
craiisparenc by choosing Transparent imrmdiately you create it 
{before you click anywhere) — or, if you Ve pasted it, by choosing 
Transparent while it's still selected. Transparent will affect just the 
graphic you've created since the last time you pressed the mouse 
button if nothing else is selected 

U the Power Keys option is turned on, you can also press O to make 
the selected graphic opaque, or T to make it transparent. ("Using 
Power Keys." later in this chapter, explains the Power Keys option.) 

lu identify which areas on a card or background are opaque and 
which are transparent, hold down che Option key and press O, The 
opaque areas will appear white and die transparent areas black until 
you release che keys. 



Changing HyperCard includes many commands and options for changing the 
the appearance '^^^l^ ^fan existing graphic — including commands diatlecyou edit 
r n -'inl ' ^ ^ picture pixel by pixel and commands fiir flipping a graphic upside 
or a gl JpniC down or backward. This section describes all the ways you can 
modify graphics and Paint text. 

^ See also: ■ "Using Power Keys" in this chapter 

• "Using Modifier Keys With PalncTcols" in this chapcer 
' "Double-Clitking Paim Tools, l^aitertis, and Colors" in this 
chapter 

Mugnitying U ^ynphii You can zoom in on a section of a picture to do close-in finish 

tnr eclitin,^ work and edit yonr picture one dot (two pixels) at a rime. Follow 
iIr-^iC s[eps: 

I. If you want to work on a paaicular part of the picture^ select 
that part of the picturt;. 

Selecting a Graphic," e;iriier in this chapter, gives imtrucdons. 



Chapter <j; '^^brkinjj Wi[h Gniphks 



305 



2- Choose FatBits from the Options menu. 

Or double-dick rhe Pencil on the Tools palette. (Or press 
Option-H) 

Alternatively, you can zoom in on a particular pare of die piccure 
by choosing the Pencil and pressing the ' key while you click 
on the part of die graphic you want to edit. 

HyperCard zooms in on the pan of the graphic you've selected 
(or6-clicked with the Pencil) and magnifies it. {If nothing is 
selected and you haven t ' " -clicked anything widi the Pencil. 
Hy|icK"'-ard 'mows in on fhc graphic you were ju.sr working with, 
or on the center of the card, if you weren't working on any 
graphics.) ^ 

3. Edit the graphic. 



X^'lK-n i!if \'i.^na\ is 
st'kvtal, you L':in 
ddtl or remove a 
single pixd ai a 
liriK- |iN l)y 
flicking. 



Yoii can ck>se this windu\^' by clitkinjr its 
close box. (Tliis doesn't turn off I^iBils. 



■ ■■»■■■ ■ ■ 
■ ■■■■■■■■■ ■■ 
■ ■■■■■■■■■■■ ■ 

■ 

■ ■■■■■■ ■ ■■■■■■ I 

■■■■■■■■■■■■■■■■■■■■■■■•■■■■fl 

■■■■■■■■■■■■■■»■ ■ ■SSBSSEEES! 
■■■■■■■■■■■■■■■■■■■■■SSSSBESS!! 

■ ■SS5SESS!!! 





■ ■■■■■ ■■■■ ■ ■■■■■■■ 



You c;in move 
this window by 
dragging from 
here. 



This window 
displays an acrual- 
si /t' version of the 
grjphit;, As you 
make changes to 
die magnified 
^ripliit, ihis shows 
yoQ how ihc ^ 
graphic w ill 
ai'Uiallv look 



Figure 6-47 Kdiiing a yrjphic widi FatBiEs [urncd on 



You can use any of the Paint cools to modify die graphic — they 
all work at the magnified scale. 
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To see individual pixels, hold down the Caps Lock key. When 
the Caps Lock key is up, you see colors more accurately; when 
it's down, you sec details more accurately and you can read I'ainr 
text, which otherwise is not legible when FarBits is turned on. 

If you want to edit a different part of the picture, press Option 
and drag tlie magnified graphic widi the hand pointer (O): 



SL'(.'ti(j[i (tj ihi' iiird, 
prt-if. UpLjun wJuIl- 
you drag the card 
with the hand 
pointer, 



■ 

■ ■MBBHBBB'n-T 
I HMBBBB ■ B^ 

■ BBBBBB ■ Bdliui 




■ ■ 

i: 



WIBI 
IIBBI 



■■■■■MUBBBBBBBBBBBBnniBll^SKPnlnl 

■■■■■■■■■■■ii"i«nm B ■ ■ ■ ■■ .31 
'■■■■nvnnnBBBBHirH ■ -A 

■BBBBBBBBBBBBBBB B B Hi 

■ BBBBBBBBI»BBBBBBBB^B.....w B..1II 

■■■■■■■■■■■■■■■■■■■■■■■■■■■■■I 



IB ■ B 



a BBBBBBBBB BBBB BMMBB 



As ytm dra,s; iht- 

unJ wiih [lit; 
lund pfiimur, 
ihis window shows 
you ihe jctual-size 
version of the part 
of the card you're 
looking at. 



Figure 6-4S Moving to a different section of tlie magnified picture 

4. When you're finished editing the graphic, turn ofFI^tBits by 
choosing it again from the Options menu. 

You can also turn oiTFatBits by doing any of the following: 

■ Click in die little window that shows the actual-size version 
of the graphic. 

■ Doubk'-ciick the Pencil on the Tools palette. 

■ Press Option-F. 

■ With the Pencil sdectcd. -click on the magnified picture. 

■ Choose the Browse cool (^), the Button too! or the 
Field tool (□) from the Tools menu. 
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Changing iUc si/c To rcsi/r -a graphic follow these seeps: 

K''*P^^^^ I Select the graphic, 

"Selecting a Graphic," earlier in this chaprer, gives instructions. 

2. Press the key while you drag from a comer or an edge of the 
selected graphic to resize it: 




To resize i! % 
prop(^nitmau"ly, 

press ' -Sliifi iind Tu makt it niirrawcr uiller, or 

Umg from a corner, shotttr, pies& ' and drag from ;m edge. 



Figure 6-49 Resizing a graphic 

<' Ciui'f flm^ ihe^nphk? IFyou rhink youVe selecred a graphic 
bur yoLi ain t drag ir, yoLi might be trying to resize a 
background graphic from the card layer. Press -B and try 
again. If you srill cant drag it, it's either a button or a field. 
(Chapters 4 and 5 explain how to move buttons and fields, y 
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)ni;in^ the patlurn or 
color of a gmpfiic 



I litjiL' arc tliac ways lu diaiigc tlic pattL-in ur cului" ol a graphic: 

■ Use- the I^ill L'omniund to (111 iIk- jjrajihic with a different pattern 
or color. 

■ Use the Bticker to "pour" a difFcrent pattern or color into rhe 
graphic. 

■ Use the Pickup command to give the graphic the same patterns 
jjid colori another graphic un die card. 



LLsin.^ the Fill command [o ch'M^t^ a graphic s pattern or color 

Using the Fill command is the most reliable way to change the 
pattern or color of an entire graphic. Follow these steps: 

1. Select the graphic. 

'"Selecting a Graphic," cadier in diis chapter, gives instrucdons. 

2. Choose the pattern or color you want from the Patterns menu. 
Or click it on the Parrerns palette. 

3. Choose Fill from the Paint menu. 

The selected graphic acquires the selected pattern or color. 






The origiml I. Sdeciihe 1. Choose a pattern 
jjniphic ^ir.iphic or color. 




3- ClHJOse Fill troni 
the Paint menu. 
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If you Vc jusi cre-JtL-d d graphic element and you haven t clicked 
anywhere, the Fill command works on che new element (that is. just 
the element you've created since you last pressed the mouse burton) 
if you haven't selected anything else. 

If the Power Keys option is turned on, you can press F instead of 
choosing Fill. ("Using Power Keys," later in this chapter^ explains 
the Power Keys option.) 



Usinj; lIic liuckci iu change a i;raphii:',s pauern or color 

You can use the Bucket Co change the pattern or color of a graphic 
However^ this technique works best when you want to fill a solid 
area of color with another color or a pattern. If you try :o use this ^ 
technique to fill a patterned area with another pattern or a color, tl^ 
results will be unpredictable; the pattern might change in different 
ways than you expect, or you may be able to change only a few 
pixels at a dme. 



A Important: Use che Bucket to change a graphic s pattern or 
color only if the graphic is a solid color or completely enclosed. 
Otherwise, paint might spill out and fill the surrounding area. 

To change a graphic's pattern or color with che Bucket, follow these 
steps: 

1. Go to the card or backgrotmd that contains the graphic. ^ 

Pressing ' -B takes you to the background layer. (When you re 
in the backgrouEid layer, che word Backgrouft/J appears in che 
menu bar.) If you press ' -B repeacedly, you move back and 
forth between the card layer and the hackgroutid layer. 

2. Choose the panem or color you want from the Patterns menu. 
Or dick it on the Patterns palette. 
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3. Choose the Bucket (d^) from Uie Tools menu. 

Or dick ic on the Tools pdcrtc. The polnrer changes to the 
Bucket. 

4. Move the Bucket so that the tip of the stream pouring from it 
is within the graphic, then click; 



This isiliL- p;in[j|'iho 





Figure 6-51 Positioning the Bucket lo fill a graphic 

If paint spills out into che stirrounding area, immediately choose 
Undo from die Edit menu, or press C-Z, Tilde, Esc, or Delete. 



Using ihe Pickup coninnnd lo change u gniphic'-s pattern or color 

To give a graphic the same patterns and colors as another graphic on 
ihe card, follow these steps: 

1. Select the graphic. 

"Selecting A (^r.Lphic," earlier in this chapter, givers instrtictions. 

2. Drag the seleaed graphic to the part of the card that has the 
pattern or color you want to give the graphic. 

See Figtu^e 6-52. 
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^. Wliik- iU^: ^ripliic is siHl ^clccicd> dioosc l^ickup from ihc 
Paint menu. 

I hf selected graphic picks up die image oi whiicevtr W\m image 
is behind i[ tti die sanic layer. iiicUidijig any areas thai are blank 
with [lo paint. 

Leave the graphic seleaed. Dontdick outside the selection. 
4. Drag die selected graphic away. 



I Jls i.(.l^os will griiphk'uvvrihf InHii lliu Pjini :Lwuy. 

shmimcr), paiiern you want menu. 

10 give ii 





Figure 6-52 Using Uk" Pickup conimaiid Locluinge a grjphit's pauern 

•> If it doesn't work: \[ you've selected a graphic in the ciud layer 4 
and it docsn t acquire the pattern that s behind it when you 
choose Pickup (or if it disappears), the pattern is probably in the 
background layer. A graphic can only pick up a pattern that's in 
the same layer. If there's no pattern behind the graphic in ihe 
same layer, the graphic turns whitt. ^ 
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II the Power Keys option is turned on, you can press P instead of 
dioosing Pickup. ("Using Power Keys." Liter in this chapter, 
explains the Power Keys option.) 



Inverting a graphic To reverse the colors of a graphic so thar they become the ir^verse 

video of the original colors — that is, so that black becomes whire, 
white becomes black, red becomes green> green becomes red, and 
so on- — follow these steps: 

L Select the graphic. 

^'Selecting a <Jraphic." earlier in diis chapter gives insimctiuns. 
2. Choose Invert from the Paint menu. 





ih^i^iiTj/liriririM/li^iCiri^^i^Mlll 

I- Stk-ct ihf gr.Lphk, I. Choose Inven from iJie Paint menu. 
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If yoti Ve jiLst created a graphic clement and you havent clicked 
anywhere, the Invert command works on the new element (that is, 
just the element you ve created since you last pressed the mouse 
button) if you haven't selected anything else. 

If the Power Ke)'s option is turned on. you can press I insiead of 
choosing Invert. C'Using Power Keys," later in ihls chapter explains 
the Power Keys option,) 
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Outlining a i^Ja|)lliL lo oudiuc a grjphit:, follow dicsc steps: 

1. Select ihc graphic. 

"Selecting a Graphic/' earlier in this chapter, gives instructiotis, 

- » 

2. Choose Trace Edges from the Paint menu. 

An oudine appears around the parts oi the selected graphic that 
were originally a solid color. Each time you choose Trace Edges, 
another outline is added. 

❖ Note: If the graphic is mosdy a solid color, the solid areas 
mm whire except for their edges. Each subsequent dme 
you choose Trace Edges, an outline is added arotind each 
solid edge. ^ 

© (§ 

Thf original Tnicc Edges 

graphic once 

Figure 6-54 Jk'peaied usi: ol llit! Truce Edges CDriliiund 






Tnicc Edges 
iwice 



Trace Edges 
Ihrce unies 



If you vc just created a graphic element and you haven t clicked 
anywhcre> the Trace Edges commarid works on the new clement 
(that is. just the element youVe created since you last pressed the 
mouse button) 11 you haven t selected anything else. 

If the Power Keys option is turned on, you can press E instead of 
choosing Trace Edges. Pressing and holding E keeps adding 
OLitiines. ("Using Power Keys/' later in this chapter, explains the 
Power Keys option.) 
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lb rotate a graphic 90° follow these seeps: 

1. Select the graphic. 

"Selecting a Graphjc." earlier in this chapter, gives instructions. 

2. Choose Rotate Left kom the Paint menu to rotate the seleaed 
graphic 90° to the left, or choose Rotate Right to rotate it 90° 
to the right. 




Figure 6-55 Roialing ;i graphic [o ihe left 90° 




E'igurc 6-56 WiHyimg \i graphic lu llic riglu yu'^ 
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II yiHiVi.' jiiM crLMiL'tl ^1 ^mphic claiicni nnd you ImvciK clicked 
[ ,iiiywhi'n\ the Romce Left and Rocacc Ri|^ht comm:indsS work on the 

new dement (that is. just nhc element you've created since you Ust 
pressed tlie [nouse button) if you haven't selected anything else. 

If the Power Keys option is turned on, you can press ( (the left 
bracket key) instead of choosing Rotate Left, or ] (die right bracket 
key) instead of choosing Rotate Right. If you press and hold one of 
diese power keys, die graphic keeps rotating. ("Using Power Kcys>'' 
later in this chapter, explains the Power Keys option.) 

Flippinj^ a graphic To flip a graphic vertically or horizontally, follow these steps: 

veiticaOy or horizontally j_ ^^^^ ^ 

''Selecting a Graphic/' earlier in this chapter, gives instructions. 

2. Choose Flip Vertical from the Paint menu to flip the selected 
graphic vertically, or choose Flip Horizontal to flip it 
horizontally. 
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figure 6-57 I'lippin^ .\ ^rjpJiii" vtnially 




FiguTL' 6-58 Flipping :i RT^Jphic horizontally 

If you've just created a graphic clement iiiid you haven t clicked 
iniyivbert', die Flip Vcmcal ^ind Flip HorizontaJ commands work on 
die new clement (that is. just the element you Ve created since you 
laii pressed ilie moiiie button) ifyou haven't selected anything else. 

IFihe Power Keys option is turned on, you can type V instead of 
choosing Flip Verticil, or type H instead of choosing Flip 
Horizontal, If you press and hold one of these power keys, the 
graphic keeps flipping. ("Using Power Keys," later in this chapter, 
expLiins the Power Keys option.) 
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Working with H ytnw conipiiRT li:i,s dose to rhc minimiirji nmoiinr of memory 
Puint tools VVhtn r\txd to nm HypL-K^ird, you may find ih;it Hypt^rCard's 

, I Paint tools somctimtLS behjivc ditlercndy dian you exp<:ci. (U youVc 

rnGIT101"y is low nor sure how inucli memory is installed in your computer, sec 

"Checking Your C^jmpucer^i Memory" in Chapter 1 .) I his is most 
likely CO happen if your computer is parr oi an AppleShare network. 
When you're using any of the Paint tools, the following symptoms 
indicate that HyperC;ird is running our of memory: 

■ Fields and buttons in the card layer disappear when youVe using 
the Piiinr tools in the card layer. 

m Fields and buttons in the background layer disappear when 
you're using the Paint tools in the background layer. 

■ You can r choose Undo from dte Edit menu co undo any action^^ 
that involve selecting a graphic first. ;iuch as filling, rotating* or 
moving it. (Undo still works for other actions, such as drawing a 
line or shape.) 

■ When you add or alter paint on a card or background and then 
choose Keep from the Paint menu, switch to a different layer, go 
to another card or background, or choose one of the General 
tools> the changes you made disappear and the message "Failed 
TO save new picture" appears. 

HyperCard s use ot memory depends on many factors, including 
the number of desk accessories you have installed in your system, 
the nerwork software youVe using, and the complexity of the card 
or stack you're currendy working wirh. The symptoms listed abovL^^ 
may not occur consistently, since the total amount of memory 
available ior HyperQird's use can vary from moment to moment. 
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rUe best way to avoid low-memory conditions and to improvL' 
HyperGird\s speed and general performance is ro install addirional 
RAM in your computer. However, it may help to remove some of 
the desk accessories you have installed in your sysrem; avoid using 
a RAM disk; and lower the RAM cache to 32K (or, if all else fails, 
to OK}, 

If you can't obiain additional memory and you still want to use the 
I'.iint looLs, yuu aui iksually work arotind U)w-memory conditiuns 
by loliowing ihese (guidelines: 

• Work slowly and caretlilly. Remember that you can t choose 
Undo to undo individual ac[ions diat first involve selecting a 
graphic. 

■ If you need to correct a mistake, use the Revere command. 

Chousing Reven from the Paint menu restores the version of the 
graphics you bad on the current card or background belore vou 
lasf saved them (by using die Keep command, leaving rhe card, 
or switching to or from rhe background layer.) 

^ ^efaiio: ■ "HyperCard and Your Compucer's Memory" in Chapter 1 
■ "Rcvening co the Last Version of a Graphic" in chis chapter 



Using power keys The Power Keys option lets you use specific keys on the keyboard to 

mudify tbc selected graphic or turn options on and off — pressing a 
► single key does the work of choosing a menu command. 

To turn on the Power Keys option, click the Power Keys check box 
on die User Preferences card in the Home stack. (The Power Keys 
option is available at the Painting level and higher user levels.) You 
can turn on Power Keys by choosing it from the Options 
menu, which is visible whenever a Paint tool is selected. 
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WliL'ii l\iWi.T Kir-ys is mrnetl (itj, :i ditck in;irl< iipjK'iirs iicxi ui it in 
the menu. To turn off PuwtT Keys. ch<KKse ir again. Y011II Hnd 
examples of the use of the power keys in earlier sections ot rhis 
chapter. All the power keys and iheir etfecrs are shown in the 
Foliowing table: 



Command 


Power key 


Menu 




HIiK'k p:ilk'rn 


B 


hmtrns 




Drjw tolm-d (nn/nlT) 


C 


Opiums 




Dmw Mulripk" ton/off) 


M 


Opiinas 




hll 




hiim 




Flip l-iorizdiiial 


H 


Paint 




Flip Vcnii;il 


V 


tor 


• 


(iri(t((m/[^fr) 





OpiHins 




InVLTl 


1 


i>;Lini 




Lint* Size 




Opiions 




Up:u|UL' 









Pickup 


P 


Piiint 






K 








[ 


P-jinl 






1 


Piiint 






S 


Palm 




Si'Wa All 


A 


I'-jint 




Tnta' Fcl^es 


E 


Pjim 




li'iinspiiri'iii 


T 


p.iini 




Whik' pmTn 


W 


Pj Herns 


• 



•|*ri'v» iliLSL" keys to cIiikim.- thinner or [Kicker liiie wKlihs. 



'> NiHv: When ytniVc using the Paint Text tool, the power keys arc 
temporarily disabled- * 
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Using modifier I \CyS When yiJU liokl tlowii nuHlincr keys — OmiriKintl. Shift, or 
with F'linl U)()IS ^^l**^^^'^ — wliilfyoiulm^wirhdifyL-rcm \\\\\\\ uxils, you :iIrt 

the- L-rtcm ot some of the cools, as shown in the following cables. 



T 




MdililiL-r Ju^y 








Shilt 




Sl-Il-lIioii 


Sekaiij^hily 


Muvc" sclo-'lion lujrixonuilly or 
\ertitnlly* 


Select like Lusso 
Duplicate seleclion* 




h\sHi ;Kli:u'i'nt 
Jolxil tlli^ ^JLnlf 
I'ulor ;i> till.' Jot 


Move selei'lion linrixoniylly or 
veniuilly' 


Dupf icy Ic. selection' 






Drawui 1^" angles 


No ctTttt 


Hrastr 


[)r.m in white 


Eni,se Himijihr hnrimnlallyor^'enkally 


NoefTecI 


Penuil 


Enier/icavL- PdiBlLs 


Draw straight horizoniaUy or vertically 


Ho etfea 


keaangif 


recLjngk' 


Draw an iipproximiue squ:ire 
iequLi! iiuml>er of pixels on each skle) 


Patiernetl hurtler 


Curve 


No L'llaT 


No effeci 


Parieraed border 


Hnish 


Kni,se wiuil you 
piiini uvcr 


l-^aint Jitraighi horizunmlly or verticjlly 


No efteci 


Sjir.iy 


l'iu.SL'wli;(l y<3ii 
spriiy [ALT 


Spray ^iriiiglil linii/omally or unk-jHy 


Vietfeit 




UepL>.s1rion 
rtvl-itijilf 


Draw an approximate rtnmded square 
(tt|ua! miniherol pixcl^ion L-ach >idL') 


I'aiternecl Ixirder 


Polygon 


N{ J efFi'il 


Df^iwai ]^°an,i'k's 


?a!tcrned hornier 


Oval 


Repiisltkm iival 


Draw an approximate circle 
le(|nal nuiiiher ol piycLs 
vertically and hori;conI^lly) 


I'aEtcrned border 


Ki'gukir h^kjioii 




Kinaiein li^imu'niLms 


IMiterneJ IvjrJcr 



*'J'liL"H' etleils (KTur only when you tlrjj^ii -lek'tted obn^ti orHrjphic will] ilie tufjl. 
Cliapier(): Wttrkin^ Wiih GrLiphkn 
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OOllblC-Clickirii^ Vnu can doublc-dick certain Paint tools on the Tnol.s palette (and 

PLlint tools pUtt(^rnS P^^f^^fns on the Piitterns palette) as a shorcciit tor choosing menu 

J I ' commands, "I'he following table shows the effects of double-clicking 

^ dUU LUlUIo Paint tools and the colors and patterns in the Patterns palette 



Double click . . . 
Any pattern 
Any solid color 

Brush 
Riickcr 
Curve tool 
Eraser 
Lasso 

Line tool 
Ova] tool 
Paine Text tool 
Pencil 

Polygon tool 
Regular Polygon tool 
Rectangle too! 
Rounded Rectangle tool 
Selection tool 



To do this 

Bring up Edit Pattern dialog box 

Bring up Colors dialog box tor 
current card/background 

Bring up Brush Shape di^ilog box 

Hide/show Pntrerns menu 

Turn on/ofF Draw Filled option 

Erase entire picture 

Lasso every element on current 
card/background 

Bring up Line Size dialog box 

Turn on/ofFDraw Filled option 

Bring up Text Style dialog box 

Turn on/oft FatBics 

Turn on/ofF Draw Filled option 

Bring up Polygon Sides dialog box 

Timi on/ofFDraw Filled option 

Turn on/nfFDraw Filled option 

Select entire picture 
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StlVin^ the t^IiiphtCS VVIiik- youH- WiTi kln^ 1)1 1 ilK'^iiipliits nil .1 |\irnLiil.ii l;ii J or 

on cl Cnixl '"^'iL ^rniinJ. rlif t.hiinj;cs you niakf r<i rlic t^mpliic; ,m stored In ;i 
. , .L ■ 1. j 1 LfiiipDrary louuion — tlKy'rc- not auruiiiaiiailly savt:d un your disk, 

or DilCR^] OUnCl ^re your ether changes. (HyperCard assumes that you might 

decide to throw away your graphics changes, so it docsn t save 
them automatically dong with everything else. This gives you the 
freedom to experiment with the Paint tools and then get back your 
original graphics.) 

To save all the graphics on the current card or background, choose 
Kap Ironi [he P.iiiu menu (or jircss -K), 

There are tu'o uihcr ways to save all the graphics on the current aud 
^ or background: 

■ Switch to or from the background layer by pressing ' -Bh 

■ Go to another card. 

When you leave the card or sAvicch to or from the background 
iayer, HyperCard saves the graphics on die card or background 
you're leaving. 



Reverting to the last 
version of a graphic 



^liile you're working wirh graphics, you can gel back the last saved 
version of the graphics on the current card or background by 
choosing Reven from the Paint menu. Choosing Revert restores che 
version ot the graphics you had on the current aird or background 
before you last saved them (by using the Keep command, leaving 
che card, or switching to or from the background layer, as explained 
in the preceding section, "Saving the Graphics on a Card or 
Background"). 

o Revert is different from Undo: Revert undoes all the changes 
you've made lo tlie graphics on the current card or bacl^round 
since they were last saved, whereas Undo undoes only che most 
recent unsaved change. <p 
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You CUT al-^o rcstorf a punioji of die lasi ?.;ivcd version of rhi: piaufL- 
on the current card or background by selecting ihe parr you want to 
restore and choosing Revert, ("Selecrlng a Graphic," earlier in this 
chaprcr. includes instructions for selecting pan of a picture,) 

The Revert command is most useful when youVe creating graphics 
in stages. Once you complete a stage and it's just the way you wane 
it. you can "freeze ' it with the Keep connnand. [ hen you am begin 
work on the next itagc, conHdcjit tliac your last st^e is saved and 
that you can start over from rhat point, if necessary. 

If the Power Keys option is turned on (and the Message box is 
hidden), you can press R instead of choosing Revert. ("Using Power 
Keys," earlier in this chapter, explains the Power Keys opdon.) 



Copying a graphic This section explains how to duplicate a graphic on the same card 

and how to copy a graphic to another card, background, or stack. 

Copying a graphic To make a copy of a graph ic on the same card or background, 

on the same card follow these steps: 

1 . Go to the card or baclcgromid that has the graphic you want 
to duplicate. 

Pressing ' -B takes you to rhe background layer. (When you're 
in the background layer, the word Backgroitfjd uppeiits in the 
menu bar.) If you press ■ ' -B repeatedly, you move back and 
forth between the card layer and the background layer. If you 
don t sec the graphic you want to copy while you're in the 
background layer, the graphic is in the card layer. 
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2, Sdctt die graphic, 

"Sclcccing a Graphic," earlier in chis cliaptcr, gives instructions, 

3- l*osition the pointer over the selected graphic so tliat it 
becomes the arrow pointer, 

4. Press and hold the Option key while you drag the selected 
graphic 

As you drag, you create an exact duplicate ofrlit graphic To 
move the copy straight horizontally or vertically, press and hold 
Shift while you drag. 

•> Qiut drag tbc^apbid If you think you've selected a graphic 
but you can't drag it. you might be trying to duplicate a 
background graphic from die card layer. Press " -B and 
try again. It you still can't drag it, its either a button or a 
held. (Chapters 4 and 5 explain how ro move buttons and 
fields.} ❖ 



Copying a graphic To copy a graphic to a difFerem card or background, follow 

to another card or diesc steps: 



backgroiinti 



1 . Go to the card or background that has die graphic you want 
to copy. 

Pressing " -B takes you to the background layer. (When you're 
in tht^ background layer, the word ^//r^^^r?//W appears in tlie 
menu bar.) If you press / -B repeatedly, you move back and 
forth between the card layer and the background layer If you 
don t see the graphic you vrant while you're in the background 
layer, the graphic is in die card layer. 

2, Select the graphic. 

"Sclcctitig a Graphic," cadier in this chapter, gives instrticrions. 
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3- Choose Copy Picture from the Edit menu^ or press -C. 

This puts a copy of (he selected graphic on the Clipboard. 

4. Go to the card or background where you want to put the 
graphic. 

Use the arrow keys, the Go palette, or commands in the Go 
menu U) navigate between cards while du- SuleLiion tool or the 
l^Lsso is sdecied. 

If you're noi sure whether lo put the gniphic in rhc card byer 
ur die background layer, see ^'Adding Ciraphics lo a Card or 
Background" at the beginning of diis chapter. 

5. Choose Paste Picture from the Edit menu, or press r^-V | 

This cakes a copy of the graphic diat s on die CUpboard, puts it 
on the current card or background, and selects it. 

The graphic is pasted in the same position it was copied from. If 
diere's a button or field in the same locaiion, the pasted graphic 
will be hidden behind it (as explained in "When Elements 
Ovedap," earlier in d\is diapcer). You might have to move die 
button or field to sec the graphic. 

6. If you want to reposition the graphic, drag it to where you 
w^nt it while it*s still seleaed. 

The graphic becomes opaque after you paste it. Tf you want to be 
able to see dirough the graphic to the elements behind it, select k ^ 
and choose Transparent from the Paint menu. 



A Important: The most common mistake in copying a graphic is 
puuing ir in the card layer when you want it in die bacl^round 
layen (To find ou[ whether die graphic is in the background layer, 
press -B to sec just the background elements.) If you pur a graphi 
in the card layer by mistake, sec die next section, "Movmg a 
Graphic from the Card to the Background," A 
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Moving a graphic lis easy to puc a graphic in the card layer by mistake when you 
from the C;ircl to '"^^"^-^ P^" '^^ background, if this happens, ynti can move 

tUi^ Un^-Urr I t^^-'^P'^'^ f^*^"^ ^^^^ ^'^^^ '^y^i" t'"^*^ background kiycr (of the Siune 

LJ OaCKgl OLinCl card) by Following these steps: 

1 . Go to the card that has the graphic yotj want to move. 

You must be in the card layer co move a card graphic. (If you see 
the Wfjrd /i/nkg/itrmr/ '\n the menu bur. youVc in the background 
layer. Press ' ' -B to go to the card layer.) 

2. Select the graphic. 

"Selecting a Graphic," eaHier in this chapter, gives insrnicrions, 

3. Choose Cut Picture from the Edit menu, or press -X. 

This removes the graphic from the card and puts ii on the 
Clipboard. 

4. Go to the background layer. 

Choose Background from the Edit menu, or press ~ -B. 

5. Choose Paste Picture from die Edit menui or press ' -V 

This takes a copy of the graphic that's on the Clipboard, purs it 
in die auTcnt background, and selects it, 

1 he graphic is pasted in the same posinon it was copied from. If 
there's a button or field in the same location on the baclcground 
layer, the pasted graphic will be hidden behind it (as explained in 
*^When Elements Overlap," earlier in this chapter). You might 
have ro move the button or field to see the graphic. 

6. If you v^it to reposition the graphic, drag it to where you 
want it while it's still selected. 
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Moving a graj:)hic To move u graphic to a different card or bacl^round, follow 

'KKinother card '^''-■^•^^ ^'•^p^-- 

or btlCk^^rOUnci ^ ■ background that has the graphic you want 

to move. 

Pressing -B rakes you to the background layer. (When you're 
in the background layer, the word Backgroun^i j^ppcdss in che 
inciiu bar.) Ifyou press ' -B repeatedly, you move hack and 
forth between the card layer and the background layer. Ifyou 
don't see the graphic you want while you're in the background 
layer, rbe graphic is in the card layer 

2. Select the graphic. 

"Selecting a Graphic," earlier in tliis chapter, givts instructions.^ 

3. Choose Cut Picture from the Edit menui or press -X. 

This removes the graphic from the card and puts it on the 
Clipboard. 

4. Go to die card or background where you want to put the 
graphic 

Use the arrow keys, the Go palette, or commands in the Go 
menu to navigate between cards while the Selection tool or the 
Lasso is selected. 

If you're not sure whether to put the graphic in the card layer 
or the bacliground layer, see ''Adding Graphics to a Card or 
Background" at che beginning of this chapter. i 

5. Choose Paste Pictiue from the Edit menu, or press "-V 

This rakes a copy of the graphic that s on the Clipboard, puts it 
on the current card or background, and selects it. 
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The graphic is pasted in the same position it was copied from. If 
there's a burton or field in the same location, the pasred graphic 
will be hidden behind it {as explained in "When Biements 
Overlap/' earlier in this chapter). You might have ro move die 
burron or field to sec the graphic, 

6. If you want to reposition the graphic, drag it to where you 
want it while it s still selected. 

The graphic becomes opaque after you p^mc ir If you w;mt to be 
able to see through the graphic to the elements behind it, select ir 
and choose Transparent from the Paint menu. 



A Important: The mojit common mistake in moving a graphic is 
putting it in the card layer when you want it in the backgrotmd 
layer. (To find out whether the grapliic is in the background layer, 
press -B to see just the background elements.) If you pur a graphic 
in die card layer by mistake, sec ^'Moving a Graphic from die Card 
to die Background/' earlier in this chapter. 



ImpOitinj^ i^niphic There are many products you can use to create pictures that are 

cunipaiibie with the Apple Preferred File hormat. Some producrs let 
you create pictures in this standard Apple IIcs format from scratch; 
others let you digitize images using a scanner attached directly to 
^ your Apple ik;.s. However you create it, you can bring any picture 

" in the Apple Preferred File Format into HyperCard by following 

these steps: 

L Make sure you have one of the Paint tools selected. 
2. Choose Import Paint from the File menu. 
A directory dialog box appears. 
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3. UsL' Juj dirct:iory dialog box lo lotatt; .md open ihc liL- 
containing the picture you want to import. 

HyperCard pastes the imported picture onto the current card or 
background, starting with the upper-left corner of the imported 
picture, 

<r Preparing to import n picture: Before you import a picture, 
make sure the pan iifihc picture ytni want to pa.stc is in [he 
documciir's uppcr-lefr corner; or make sure cht^ picture is small 
enough to fit on a HyperCard card, including any blank space 
that's in the upper-left corner of the picture. 

Once youVe imported a picture, you can work with it just as if 
you'd created it in HyperCard. ^ 

When you import a picture into HyperCard^ you also import the 
color set used by the original document. The imported color set 
becomes the sixth color set in the Colors dialog box for the current 
card (or the current background, if you're working in the 
background layer). 

^ See also: • "Importing ii New Color Set for a Card or Background" in 
this chapter 



Exporting II You can take a snapshot of the ciurent card or background and save 

SnSDShot of CSrd ^ ^ document in the Apple Preferred File Format by using the - 

I J Export Paint command in the File menu. (This command is " 

or DclCKgrOUnO available only when a Paint tool is selected.} Follow these steps: 

1 . Choose Export Paint from the File menu. 

A directory dialog box for saving a file appears, 

2. Use the directory dialog box to specify where you want the 
Apple Preferred File Format document saved and type a name 
for the file. 

3. Click OK. 



Export Paine creates a document in the Apple Preferred File Format 
rJi;ir cnn[;iins ihc irnj^e of the current tard :ind hack^ruinid (and all 
thdr dements) iuid saves ir on a disk under the name you give it- 
The image of the dill-sized card gets saved, even if vou're using 
i-arBirs- 

If youVe in the hackgroiind layer, HypetCard saves only the image 
of die background. 

MypcrCard exports only a picture of the aird and background 
information. The saved picture has none of the funcrionai attributes 
oi the card — for example, the scripts archt saved with the picture. If 
you have a palette, the Message box, or the FatBits window open on 
the screen, their images aren't included widi die exponed picmre. 



Creating a niiniaaire You can create a miniature picture of a card, like the miniatures you 
picture of a card when you choose Recent from the Go ineniL Follow diese steps: 

1. Go to the card you want a miniature picture of 

2. Choose Copy Card from the Edit menu. 

.3. Go to the card or background where you want to put the 
miniature pictiu"e. 

4. Press and hold the Shift key while you choose Paste Card from 
the Edit menu. 

^ Or press ^Shift-V 

rhc miniature appears selected in the center of the card window. 

Nore [hat this is just a picture of a card—none of the normal card 
atttibutcs or scripts trom the originaJ card are pasted with die 
niiniarure. 
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Deleting a graphic li) delete a graphic, you can use any of the following techniques: 

■ To ildcce a new gnipliic just afcLT you adJ ii {hvforeyou dick 
anywhere else), press the Delete key or choose Clear Picture 
from the Edit mejiu. This is noc reversible; you can r bring badv 
a graphic rhat wai deleted immediately nher it wiLs added. 

■ To delete any graphic, first selea it (by using one of the 
techniques described in "Selecting a Graphic," earlier in this 
chapter). Then press the Delete key or choose Clear Picture 
from the Edit menu. Ifyou delete a selected graphic by mistake, 
you can bring it back by immediately choosing Undo from the 
Edit menu or pressing ■ " -Z, Tilde, F^sc. or Delete. 

■ To erase any graphic, choose die Eraser (^) from the Tools ^ 
menu and drag over the graphic, (To erase a background 
graphic, you muse be working in the background layer. To erase 

a card graphic, you have to be in the card layer.) To erase in a 
straight horizontal or vertical line, press Shift while you drag. To 
erase in white paint, pres,s the key while you drag. 

* The background reveakd: If you see a picture appearing under 
the Eraser as you drag it over a card picture, youVe exposing a 
pare of the background that was covered by an opaque card 
picture. Ifyou don't want the background dements to show, 
you can cover them by pressing the key as you drag with 
the Eraser. (This "erases'' with white paint.) Of cotuse, you 
can go to the backgroimd layer and delete the elements, but 
first check to mal^e sure they arcn i needed on the other card^ 
that share the haclcground. ❖ 

■ To erase the entire picture on the current card or hackgroujid, 
double-click the Eraser on the Tools palette. This wipes out 
the picture on the current card or background, then seleas the 
tool you were using just before you double-clicked the Eraser. 
This technique is useftil for cleaning up your screen after you've 
been experimenting with the Paint tools. (Ifyou double-click 
the Eniser by accident, diousc Undo from the Edit menu 
inimediately, or press -Z, Tilde, or Esc) 
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Printing 



m chapctr explains how ro print the inforniarion in a stack. You 
can print a single card, a range of cards, an entire stack, or a repon 
cli:it displays the contents of specific backgrotind fields. You can :dso 
create different templates for a stack and export templates from one 
stack to another 

Jfyoti're familiar with HyperTalk, you have even more printing 
options— for example, you cm print the contents of a specific field 
or a JtiLiimciu lioni ;inoiliLT ;ipplicaEiurh I hc Hyper lalk f iL-lp 
-stack describes these options. (They aren t covered in rhis chapter.) 

To do all the titsks in this chapter, you must have your user level set 
ai least to Authoring, E-lowever, you can print cards, stacks, and 
reports no matrer what your user level is set to, as long as you dont 
need to create or change any templates. (For in^trucnons on setting 
your tiser level, see "User Levels and Options" in Chapter 1 .) 
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Pl"f pilling LU prim [Mmc j^nming wiih ! lypcil^jrd, yuii iiuisi Ikivl' iIk- appropriate- 

priiucr driver for your printtT in llic Drivers folder, which in turn 
musr he in your System folder when you start your conipurcr Yuu 
must also m;ikc sure your printer port :m<\ driver arc correctly 
configured in the Control Panel desk accessory. The dociimeniarion 
chat came with your computer describe;; how to install printer 
drivers and how to use the Control Panel, 

Once you have the appropriate printer driver installed and the 
printer selected, you can give HyperCard informadon about your 
paper and prin[ing preH-rences before you print by using the P^ge 
Setup command. 

<F Note: You don t need to use the Page Setup command each 

time you print. If the settings in the Page Setup dialog box ^ 
reflect your paper size and printing preferences, you don t need 
to use the Page Setup command umil you want to change 
the senings. ❖ > 

To change the setting in the Page Setup dialog box, follow these 
steps: 

1 . Make sure you have one of the General tools selected. 

The Browse rool (^). the Burton tool (^), or the Field too! (□) 
will work. 

2. Choose Page Setup from the File menu. 

The Page Setup dialog box appears. The options in this dialog 
box vary, depending on the kind of printer and the version of ^ 
sysrem softwaj e you have. 
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3, Select ihc options you want in the Page Setup dialog box: 



Print horiatnlally. 

I'riiil vcnk'.i 

This is a liac'lutTiay (jpliui) cm 
miikc some Icxi ^nd liiMTuppaf 
gr.ijihiC-sliKjk iii'ik'i 

Seieci rhis option lo substituif Times 
For New Vork, IU-lvetii-,( r(»(^enLV;i, 
UiJLiriLT If jf Monjecj. and .1 ,s]kvi;lI 
form of Helvclica for ShusLon 



Select ihis option lo nwke the 
top margin of your printout a> 
small as possihie. 

This option has no effect on 
the way Hypt^rCard prims. 



LastrHfiter 



v3.0 



PfTper: ®) US letter OfllLftteTI 




Vertical Siiing: 

O InterHPdiatP 
OConcfen&ed 



Printer Effect* 
^ Shod things 

^Jont Suh^titution' 
/ 



Reduce or 
Eitlarge 



t Concel ] f~DK 



fi£rgeWriter/Pr inter 



v4.D 



Pacer Tune: I US L»lgr S.5"t11'^ \ 



BHuction: ffultSize \ 



Height: □HaVerticol Gaps 
□VeaicDl Condense 



Orientntiar}' 




OK 



. Ciick ihe option thil dericribiis 
the si^eof yourpaper. 

These up! ions have no eiTtv; 
on the way HyperCard prints, 

.1j pe a peret iit,i,i;e here to 
reduct! (►r enlarjie the entire 
ima^eon each pa^e. 



Press and hold the mouse 
button here to sec tlie 
Paper Type pop-up menu- 
Dra^T to cIkxjsl' the t>p[ion 
tliat describes the si;:e of 
your paper. 

I'nnt iioriwmtaiiy. 



Figure 7-1 Selecting options in the Page Setup dialog box 
A. Click OKL 

The options yoLi select in the Page Setiip dialog box are saved 
with the current stack (unless chcsr:ick is locked). They're in 
effect when you print the stack (or any part of icj using the 
Print command. 
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^ IflbvsUitb is lockcel: Cliaiigcs you make in tlic Page Setup 
dialog box for a locked stack will nor be saved after you leave 
che itack, and may not remain in cftect for the entire cime 
you're working in the stack. 

You can change the Page Setup settings at any time by repeating this 
procedure. 



'inting a single card To print a single card in a stack, follow these steps: 

1. Go to the card you want to prim. 

2. Make sure you have one of the General tools selected- ^ 

The Browse tool {-h), the Button tool (o), or the Field tool (□) 
will work. 

3. Choose Print Card from the File menu, or press 
HyperCard prints the current card. 



Printing the cards HyperOird allows you to prepare card templates that allow you to 
\X\'A Stirk P^'"' ^" ^^^^ ^ '^^^ of cards in the current stack in a 
variety of ways. You can create and save up to 32 templates for a 
st:ick (including both cnrd templates and report templates). For 
exiimplc, you could create one card template rhat prints out tiie ^ 
ciirds at ftil] size, just the way they appear on the screen, and anoth" 
that prints eight reduced card images on a page— both for che same 
stack. You can also espon card templates from one stack to another. 
For more information about templates, see "Creating Templates," 
later in this chapter 



To prim ;dl the cards or a range of cards in the current stack, follow 
these steps: 

1. Make sure you have one of the General tools selected. 

The Browse tool (fi), the Button tool [^), or the Field tool (□) 
will worL 

2. Choose Print from the File menu. 

The Print Stack dialog box appears, 

3- If a card template is not already selected, selea one in die Print 
dialog box: 



Prim y-T— 

1 Options 


J [ Cmel ) A Print 


5 






1 TfB|}lai?s 1 


















^:^tDbel;3bti7 
Rppori 































Btfforf you L'iin 
print iho cards in 
[he turreni smck, 
ynu iiTUM sckxi a 
template with this 
icon, To SL'k'CE a 
[empbte, click it, 



Figure 7-2 Seleciinf^ a iiird leniplaEe 

It you want to create your own card template now. dick Cancel 
and go to the section "Creating a Card Template," later In this 
chapter. If you want to prinr a report that displays the contents 
of specific background fields, click Cancel and go to the next 
section, "Printing a Report/' 
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4. Press and liold the mouse button over the pop-up Templates 
menu and choose Edit Template. 

You can also double-click die name of thcr template or press 
Enter to edit it. The Template dialog box appears. 

If you can f see the pop-lip Templates menu: The pop- up 
Templates menu appe^irs only if your user level is set to 
Authoring {4) or higher. If yoti cant see it, you must either 
click Cancel and change your user level, or skip to step 7- 
(For instructions on setringyour mer level* see "User Levels 
and Options" in Chapter 1.) * 

5. To print all the cards in the stack, click All. 

Or, to print only a specific range of cards, click From and typ^^ 
the range of cards you wane to print. 



To priniiilUhe 
ards in The iEack. 
click here. 

To prim a rjn^iL' 
nl carclsAlick hert: 
and iv|^e in the 
tird numbers lur ilu' 
r,inL;i.' n[ uirUs \m 
wnni 10 priiu- 



[SlTra{^Late "Untitled' 



[ Hgpder.,. ] [ fpour... ] 



[ Coned 1 



To: 



LoHout' I Spfgod out \ 
~Ftj[l '.iif cords \ 



Scoling: 

Ordfr: I LgKtoright"! 

Grau^colf. 

^fields BfiDlurfi 



Figure 7-3 InJicaiing which cards you wani to prim 

6. Click OKi or press Return or Enter. 

The Template dialog box disappears, and you see the Print 
dialog box again. 
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7. If you want to adjust any of the standard print options, dick 
Options. 

The standard Options dialog box for your printer appears. The 
opnons in this dialog box vaiy, depending on what kind of 
printer and which version of system software you have. These 
options are described in die documentation thar came with 
your computer. 



Lg^prWfit&i ^3.0 

O From I I T&: | | 
CciDie5: |[| ] 
Paper Sourc«: 

<S>^wr Trail 

O Manual F*(d 

(CancpQ j ^ OK J 





Co DIPS. 


a 1 


Pagrs: 




Frn 


1 


I. 




Quality 


Startdurd i 


Chroma 




ShFetFpEd: 1 


HutoBQtic h C^micei) 




■ « OK i 



Figure 7 A Exaniples of ihc Options dialog box fordiffereni printers 

8. Select the options you want in the Options dialog box and 
dick OK. 

The Options dialog box disappears, and you see the Print dialog 
box again. 
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9. Click IViiit. 



HypcrCird priiu.s the c;irds in the current stack iiccortling w the 
settings in rhe Page Senip dialog box. the Template dialog box 
for d^e template selected in d^e Print dialog box, and die 
Options dialog box for your printer. 



Printing a repC^lt HyperCu-d allows you to prepare custom report templates rhat 

display a background's Held text and card pictures in any way you 
like. You can create and save up to 32 templates for a stack 
(including both card templates and report templates). For example, 
you can create a table-style report template, a template for printing 
the results of calculations, and a template for printing labels — all tW 
the saine stack. You can also export report templates from one stack 
to another 

You can control the appearance and placement of each element in a 
report template— including the font. size, and style ot the text. You 
can also insen pictures into a report. For more information about 
templaces, sec ''Creating Templates,'' later in diis chapter. 

To print a report from the current stack, follow these steps: 

1, Make sure you have one of the General tools selected. 

The Browse tool (^), the Burton tool (o), or the Field tool (□) 
will work. 

2. Choose Print from the File menu. ^ 

The Print dialog box appears. 
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3. If you've created a report template you waiit to use, select it in 
the Print dialog box: 



Print... 



( Options ..^ [ Cancel ] B Print 




BL'fcft? you ifiin print a 
repon. yo;j must select u 
tempLue with this icon, To 
.select a [empJiite, dick it. 



Figure 7-5 Selecting a report template 

If yoti want to create your own report template now. click 
Cancel and go to tJie section "Creating a Report Template,'' lacer 
in this chapter. 

4. Press and hold the mouse button over the pop-up Templates 
menu and choose Edit Template. 

You can also double-click the name of the template or press 
Enrer to edit it. The Template dialog box appears. 

If you cant see the pop-up Templates menu: The pop-up 
Templates menu appears only if your user level is set ro 
Autl\oriiig (4) or higher. If you can't see ii. you must either 
click Cancel and change your user level, or skip to step 7. 
(For instructions on setting your user level, see ''User Levels 
and Options" in Chapter I,) ^ 
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5, To print a report based on all the cards in the stack with the 
selected background, click All. 

Or, CO print only a range of carda with die selected background, 
click From and cype in the range of cards you want. 



Only c^irds with rhe 
selected Ixick^jround will 
JiL' ifK'Iuili'ii in ilii." a-pim. 
II -y Ivikiiunmd Ikis 
miiiL', u,s IDauiiiluT 
:ippcars in ihisjisi instead. 



To prim ^ report based on all ihc cjrds with the 



H'^TeiiDJoiP^'flepDri" 



.zir 



Cords: All 

OFroB. [T 



To: 



f WiuAei 1 Sglectabncftgroufl J: 
It> 



[ Footer.,. ) 



Introtftiction 



To prim a repon 
txised on a range 
(i! c:trds wiih iho 
. seJedetl hacktfomnd. 
click here and [ype in 
the card numbers fu^ 
[he ran^e ol cards % 
ynii want 10 prim. 



Figure 7-6 Indiciitin^; v\ btcb cartis you wsm l<> prini 



6. Click OK. 

The Tejiiplare didog box disappears, and you see die Priiir 
dialog box again. 

7. If you want to adjust any of the standard print options, click 
Options. 

1 he standard Options dialog box for your printer appears (as 
shown in Figure 7-4). The options in this diaJog box vary, 
depending on what kind of printer and which version of sysrem 
software you have. These options are described in the 
documentation diat came widi your computer. 
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8. Sdcct chc options you want in the Options diaJog box and 
dick OK. 

The Options dialog box disappears, and you see the Print dialog 
box again. 

9. Click Print. 

HyperCard prints information from cards in the current stack 
according to the settings in the Page Setup dialog box. the Template 
dialog box for the template selected in the Print dialog box. and the 
Options dialog box for your printer. 



bleating templates You can create two types of templates for printing the information 

in a stack: card templates, which print some or all of the cards in a 
stack as they appear on the screen; and report templates, which print 
reports that display a background's field text and card pictures. If 
you want to create a template for printing the cards in a stack, 
follow the instructions in the next section, ^'Creadng a Card 
Template." If you want to create a template for printing a report, 
follow the instructions in die section "Creating a Report Template." 
later in this chapter. 

You can create and save up to 32 templates (including bodi card 
templates and report templates) for a stack, 

0realing a card teaiplate l. Make sure you W one of die General tools selected. 

The Browse tool (-JS). the Button tool or the Field tool (n) 
will work. 

2, Choose Print from the File menu. 

The Print dialog box appears. 
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3. Choose New Template From the pop-up Templates menu: 



Print- 



[ Options.. ] [ Cancel ] f Print 




Press and liold ihe 
nitnise liutlon \kk . . - 

, mil dr^ig dtjwn 10 
duKise New U'mpl:ik-, 



Figure 7-7 Creating a new card lenipliuc 

A dialog box for naming che template appears. 
4- Type a name for the new card template: 



f Concpl J fl OK 
Currfntntn? Untitled 



Mew name: MSSM 



TenplatEiCifle: Card^- 
Report 



Type 3 name for your new 
ard templaie here. 

The defauli^iemngfurihe 
Eempl:iiu',s style is Girds. 



Figure 7-8 Naming \i new card leniplaie 



5- Click OK, 1 

You see the Print dialog box again. The name of your new 
template appears in the list of templates and is selected. 

6. Press and hold die mouse button over the Templates pop-up 
menu and choose Edit Template, 

You can also double-click the name of [he new template or press 
RnKT to edit ir. 1'hc Template dialog hox appears. 
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7- Select the options you want in the Template dialog box: 



U ym dont wani your leiiipbic 
ro prim Lill tht cards In the .sEuck, 
dkk this hulion .niii enk-r ,i 
range ol Ljrds. 

Prtss iind hold the mouse 
biiiton hc^rc lo sot j pop-up. 
menu for choosing iht size of 
[he primctl t'lirds. 

itesiinil liold iln'moiisf. 
IniUun here lo mx^ ii pojMip 
menu for choosing ihe order in 
whidi suaessivc tnrds wjJJ 
uppeiiron the pitjjc 



[5^ Tenplate 



Tlifs ,s]iow,s you [he layout of ihe prinietl pn^e 



Curds: ® ni I 



■>OF, 



Dfi: 



To: 



lavaui. fSprtod out h - 

s ^Cflrd Hongs 

Sea tir>g: Hull sizecnrds ^ 

Order I Left to righT"^ 



When you're printing in hhick ;ind whire witli 
LaserWriter or Iniii^eWriier. [he se options ;iJ low you to 
pnn[ held lexi or pinures usia^ J griiy scjle. If you are 
using jn Imjge Writer for which Chroma is set lo CqUk in 
the Options dialog lv),\ {soe figure 7-U. these options 
.illow you 10 prim field text (jr piciurcs in color 



Press :intl lioid the 
niousf huuon here lo 
see .1 pop-up [Jienu ih.tt 
lets you adjust the space 
betw een (lie cards on a 
. page. ".Spre:id out" 
Iciives space heiween 
each card, "Adjacent" 
butts each card up 
JHain^i tile next "One 
(.aid t^r page prints 
one card per page, no 
matter wliat si^e you've 
cho.sen for the cards. 



Figure 7-9 Hie Template dialog !v>x for a card lempiaie 



8. To adjust the header for your card template, click Header in 
the Template dialog box. 

The Header dialog box appears. Even if you don t plan to use a 
header, you may want to use this dialog box to eliminate the 
space the header would normiilly occupy, so that printing can 
start 3S high as possible on each page, (If you don't want to 
adjust the header, go co step 1 i.) 
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9. Specify the header you want: 



Press and tiold rlie mouse 
buiion licTt; R> see j pop-up 
menu for insert in^i the daiL', 
[iriie, pajie mimber, or st:ifk 
n:ime inLo llie hiMJei 
^uI(jmiUii:;illy. 

If [he he.itier tunuins ii 
jir.iphk'i it jp|X'iirs here jnd 
prims out |USI l>ek;w the 
header's lesi. 



& Header of tenolate" tf Card Tnolote" 
TgKtlrt^grt I Sliow Header 



lb prevent the hejderfrom oecupying imy Np:ice 
a[ tiie lop of e;ii:li p:ij;e, click here to dcielea die 
Shnw Header option. 



t Cancel J 



(PgiiePictufT] 



M 



Eo piiMe LI jjnphic into the 
header, Llii'k this hutLon. (The 
Ixiiton is aaive only when the 
Cliplxxird contains a graphii. ) 



Drag Ironj this corner to 
iidjust the heighEof the 
portion of the header that 
eoniains -a iirapliie. 



To add 
Lest [oihe 
he.iden 
lypc here 



Figure 7- 1 The tlt-.ider diiilog box 



To reposicion a graphic after you Vc pasted ii inro die header, 
drag with the crosshair pointer to select the graphic, then drag 
with the arrow poiiirer to move it, (Hold down the Shift key 
while you drag to move the graphic one pixel at a time.) To 
duplicate the currently selected graphic, hold down the Option 
key while yoit drag the graphic. 

10. Click OK. ^ 

The Header dialog hox disappears, and you see ihe Template 
diuiog box again. (To return immediately to die Print dialog box 
without seeing the Template dialog box. hold down the Option 
key while you click OK or Cancel.) 
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I 1 . If you want to add a footer to your card template, click Footer 
in the Template dialog box. 

The dialog box for the footer appears. (If you don't want to ^dd 
a footer go to step 14.) 

12. Specify the footer you want: 



lopiisL'ii ^r.iphii' into tiR' 
ItKHor. diLk ihisliLUitni. (Tla- 
liuiton is naive only when ihi: 
Clipboard conuiins ;j gmpliit i 

II tile r"(K>[t.T Lonniins .i 5>r.iphjL . 
|[ Lippejrs htTf and prints Lja[ 
jusi iilxjve eIh.' fook-r ^ text 

Toatkl leM U^\\\^■ 
fotJ[er, lypL' here. 



[S'FaotEr lenplat? "h i laid THnphte' 
PQjte Picture^ DShowFootsr 



To muke [he fiKMer show up in [he printout, 
dii'k iierc [o se[eii ifie Siiow I'ooioj tipiiiin, 



(Cancel J 



A. 



y 

J>it Insert"! 



is! 



Press and h(>id xXvi iiiou^e iJurion liere Drag from ihis corner 

To see a pop-up nienu for insenin;- [o adjii.si ilie liei^lu of ihe 

the tble, time, page numlier, or ,s[^tk portion of [he ftxiier ihai 

name in[o llic foo[er auEomiiticaliy. contains a gr;!phit 



Figure 7-11 Till- I'ooier diulog liox 

To reposition a graphic after yoti'vc pasted it into the footer, drag 
with the cro;;shiur pointer to select the graphic, then drag with 
the arrow pointer to move it. (Hold down the Shift key while 
you drag to move the gniphic one pixel at a time.) To dupliaire 
the ctirtently ^ielecrcd graphic, hold down the Option key while 
you drag the graphic. 

13. Click OK. 

The dialog box for the footer disappears, atid you sec the 
Template dialog box again. (To remrn immediately to rhe Print 
dialog box without seeitig the Template dialog box, hold down 
the Option key while you click OK or CanceL) 



ClupEer7; IMniiny 
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1 4. In the Template dialog box, click OK. 

The '['empiacc dialog box disappears, and you see the Prinr 
dialog box again- Your new Template is now saved with the stack, 

15. If you want to print tlie stack now (using the current 
template), dick Print in the Print dialog box. 

OchL-rwise, didt Caned in the Print dialog box. 

HyperCard prints the cards in the current stack (either all the 
cards or just the range of cards specified in the Template dialog 
box) according to the settings in the Page Setup dialog box. the 
Options dialog box for yuur printer, and the Template, Header, 
and Footer didog boxes for your new card template, ^ 

Cre'Liting a repoil leniphlte I . Make sure you have one of the General tools selected. 

The Browse tool (^), the Button too! (o), or the Field tool {□) 
will work. 

2. Choose Print from the File menu. 

The Print dialog box appears. 

3. Choose New Template from die pop-up Templates menu: 




mtiust humin here . . 
. . :md drjj; down to 



Figurt 7-12 Creaiiniiii new a'purl lempble 



A dialog box for naming the template appears. 



4. Type a name for the new report template and select the 
Report style: 



[ Concc] ] H OK 
Current none Untitled 



Urtiitlfd 



Tmplaif st^U: (£^(51 Cardt 
R«ori 



Typt' ;i mmt fnr your new 
rcpLiri iL-niphitf litrt? . , , 

. . , then click here to selea 
ihc Kepun [emplaie iiyle. 



Figure 7-13 N;iiiiinHJi ni.'wa-p(iri kmplilo 



5. CMck OK. 



You sec the Print dialog box again. Your new template appears in 
the list of templates and is selected. 

6. Press and hold the mouse button over the Templates pop-up 
menu and choose Edit Template. 

You can also double-click the name ot the new template or press 
Enter to edit it. The Template dialog box appears. 

7. In the Template dialog box» select the background on which 
you want to base your report. 



Ttiis show^ you thu hiyoiii 
ol ihe prmlL'd page 



lenplflie "Hi Rtpnrt Iwiplotp" /— r- — 
. t iflncel J 



Cards <$CI1I 
OFroo: 



To; 



r HMder 1 Seltcto background 
[ Content ■■ j 
[ ToDtpr...~j 



InfoCord^ 



[ntroduction 



Bh 9^602 



W ihv b^ck^rountl on 
w liiifli y ou vvjiil 10 
h;i?ic your rcpon i> not 
a lre;idy selected, click 
^[^ mimt- or ID in lhi,s 
lis: to select 11. (H a 
b:ickground no 
n:ime, irs ID numher 
jpE>jcirj> hc:re insit-ad.) 



Figure 7-14 Tlu' Tern pLi re dialog hox for report lemplare 

Only information Fmm cards with the selected background will 
print. 
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8, Click Content, or press Enter. 

The Conrcn[ dialog box for rhe report tenipl:i[e appears: 



This re[Jre,SLiilri iJil' .irtj 
reservtd fur ii t'dJ (ihe 
informaiion from one card), 

Thu spi{t.[^>.unln.-n^!hi of ;ind 
lielnw lliL' a-ll iinliuk' [In.' 



size and posilioniny of the eelL 



Thi.' spLias In ]hi.' tjf ;irnl ;ilxivu thf irulir.iK' ihi- Id; 
,iikI in.irj^in^ toi ilie liody o! yi>iir rejioit The top in.n^iii 
is mciiMirwl fn>i]i the liollom of [be hfiider. 



i_Ct ilenl of tmplut? "Hy Report ItBDlate" Concpl j 



l-b-h-l-l-x— 



[ PrevieH... ] [_ fld ju:! j 
Picture ^ Bkgnd fields. 

i=]NotF^ 



— Horflin. — 




r — Size;-- 




SoocinB: — 










■11' fl25 


$ 0.58 




^ in 




^ iJ.38 



■a 



ioni 



□ i'hiwNeldhor.t 



This ;ire;j [isLs die ptiiure inseil :ind lidckgroimd 
f'itflds thji arc ;iv;MJ:Lhie Utrihe i^iickground selected 
m [hi' TL'inphiLe diiih^ The picture injitrl 
ioiisLsi>ul iJiv uird piiiure. 



Figure 7-15 Hie Luntenl dialog box 

This dialog box allows you to speci5' whar text you want in your 
report by adding report items ro a reporr celh You can also add a 
report item called a picture insert chat consists of the card picture. 
The report items you specify will print for each card. ^ 



Uij]Her7; rnuitng 



9. Set up [Jic layout for the cells in your report: 



WliL-n ytm imvc EJie poinkTOVLT 
llic ttEI's lo^ver-righl t:orrnfr <jr iLs 
hoiU)ni or litjln edge, i[ heL^nu's li 
doLiblu-lieitdttI ^rrow To adjust ilic. 
sizL- of the cell in any dir^'aion, drjg 
from thf corner ft'Kh thtsjrrow 

T^^LIlfjll^[ ihuM/LMtl tllLUvll < HlJ\ 

vei'ikjfly iirlii)!i/i>ii;;illy. ilr;ii: 
rrunnt.slnmnni uj rijilii t'dgi' 

Any ch^n^ic^ you make Lu thi- . 
lll:lrJ;in^H si/e, .intl sprung ol ilif i lII 
AW ivJkt iL^d liiTL". Ydu [:in jilso duk 
the arrtjw.s to make line iidjustmenLs, 



Content of teiE^lott "My Rtport Tea&lflle" 



li-r-^i'--F-- "I-- 



lili; 



[ CcnMl 1 1^ QK j 



JilJtilJJiUJM.v 



Margin, 


Site— ^ 




— SpDCing — 


^> il,95 








P.Z5 


^ 0,^B 




1.73 




&.2a 



I— rieiiJciiQfdcifi i!,ni^i.-i 



Brrgjige: ETp^^ torigM^ Dimen^ioni: r^ncliffj 



□ SfiowJiel^ffofflP 



Prev; and hold ihf mousel 
button hcrf lo stv a menu lor 
choosing the order in which the 
repon will print sueceSsSivt cards. 
You Liin also choiwc Full Widfh to 
extend the cell acros-s the entire page. 



Press and hold the mouse 
button here to see a nienu 
for ch£x>sing ihe units of 
measurement for [he 
dimeasKins given ahove. 





/ 


1-4-4— l-l 


r"f . -vi 





line, it becomes :i double-headed 
,LTTi)w Drag with ihis iirrow lo adjust 
iliL" veniejl spaee Ix'twirn eaeh tell 



-r-7=Cont&nt oftga&lflte"Htff Vt'hcn you move the pointer over this 

—line, it becomes a double-headed arow- 
Dr,\g with this arrow to adjust the 
horizontal space between each cell- 



Content of templo 









1 1 ' 1 1 


. .1 1 





^lien you mow the i^nnier over the 
lop L'dge ol ecll, i1 betoniei a ['our- 
lieadud iirrow Driig wi!li this am)w Eci 
acljust iliL- IHi and top in,irgin> of the 
body of jour report 



'igurL-7-16 Ad|usiingilicsi>:e,spacing, andniurgiiislur tliccell&inu rqxjn 



Chapiei 7; I'rinUng 



If the lower-right corner of the cell coincides wirh the 
intersection of the two lines that control the spacing between 
cells, you cm adjust one ot those lines rather dian the cell itself 
by iiolding down die key while you drag from the corner 

10. Drag die picture insert or background field you w^t to 
display in your report into posicion: 



insiJo ihe ll'II. T(i iiiovt' the item 
around after ym'w rdcy.sed \hi- 
miivise humm, dr.iji ii Irom iLs 
a^niL'r [UM n ilif Sliil! ka' 
wliilf ytni tlr.t^ hi idiiin [lu' 
iiein (iwrn invisihJL'grid, 



Vress :ind hfiltl the mmae hunm ovlt the 
pittuiv inst-n or [liickjirniinLl jjL-ld in this list 
rhal you wimi to iitld iu your rtpoit 



rv= Conleni of templotp "Hy Heflort TpuiDlale" 







1 Siir — 




— Spacing:— 


O 0.65 




4> 7.30 




'Jh ff.35 


# 0.60 




m 




^ 0.33 



[ Cancel J 



( PrevLgh... J 



Picture il tgrtd fi»ld^: 
,.|J»lffjlt,»JM,> 



0- 



— I I— FieJdEhDfOOUlLElkC^ n 



Font... 



Figure 7-17 IJni^qinp :i picture or hiickfiroLind field inio ptwition 

A sniall rectangle appears in the place where you release the 
mouse burton. This rectangle represents one item in your 
report. A rectangle filled with a diagonal pattern represents a - 
picture insen. which consists of the portion of die card picture" 
(starting at the upper-right corner of the card) that will fir in the 
rectangle. A rectangle filled with a Crosshatch pattern represents 
a background field. 



iS2 



diiipiLT?: I'nnling 



11. Adjust the size of the item as necessary; 



To KSVAe ;in ia-m wifiiin j 
LcII. dnii4 iIk' itum from iis 
luwer-ri^jjil corntT. 

. . . i)r cluuhk^-tlu k iioni 
[<) hLv »i winiiii\\ likt' ihis 
Yuu un Ihtn drjg iht; Icmcr- 
righi uirncr ol iIil- w indow 
lu resize [he itaii. 



Id doft die Adjii^pt window, 
dick here or dick unywhere 
iJUlsidtf the window,. 



Content of teaclatKMH Report Trtplale" 




Tomoveihe Adjiisr 
window-, drag i[ from hcK. 




( Cancel 1 t 61^ I 



Picture ^Sh^nd fields: 



H Picture [n^Ert 



— Marsin: — , 




1 — Size. — 




— Spacing: — 


<^ 0.65 




<> 7.30 




4> 0.35 






^ 3.11 







fant 



Figure 7- 1 8 Adfu.Ming [he si^e of u report iiem 



If [he lowcr-righr comer of an item coincides with ihe lower- 
righr corner of the ccll> you cm adjusc the item rather than the 
cell by holding down the key while you dr^ig from the corner. 

H the item i.s a [^ictiirc insert, the pointer tuni.s iino a hand when 
it s over the Adjust window. To bring rhe desired portion of the 
card picture into view, drag with the hand. 

fo make the size box in the lower-right corner of the Adjust 
window disappear temponuily (so you can sec whatever it's 
covering), press and hold die mouse button. This works for both 
picture inserts and text items. 

To save your changes and reairn immediately to the Print dialog 
box, hold down the Option key and press Return. This works 
whether or not the Adjust window is open. 



Clliapter?: I^rintinj^ 
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12. ITtlic item represents a bacl^rotind field and you want your 
report to display its text in a format that's different from 
liie text formal used in the stacic itself, choose Odier from the 
pop-up Font menu: 



If iljt ilem whtJsc Ll'xI Ibrmjl you wanl to change is 
not seiecletl. click I'l to select ll 



Then press iind holtE the 
mouse huium here 



'mi 



[ Concpl ] ( OK ) 



PicturF i Elhgnd field; 
PlctUFf Insert 



Horsins 
■3^ 65 



7# 0.8g 



1 7 30 I 



— Spacing: 
'It' J 35 



3.IJ1 



0,33 



nrra;ige: | Left to righTl Dinensions I inchg^ | 



. - . and drag lo chcHise Other from the pop-up mcm\. 
( If you diixise Field Foni, the item will appear in your 
report in the syme text Eunn:it .seleaed for the fiekl in 
ihe siiick Kx'If.) 




Figure 7-19 t;iiLii^i;inj; iJil' tuxt lonuut for a reporl item 



The Text Style dialog box appears. (If the Font menu is dimmed, 
click ilic iictii U) -sclcci ii. The Feint menu is active only when an 
item representing a background field is selected.) ^ 
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13. Specify a text fonnai for the item: 



Click Uist'k\[iii dr>,i.'kv[ njiL' 
mjlhinn lor pJ;iiii u-w J TIk- 

ihOLli;t]l>^|jl}X shows lIlL' 

I'fltv! <>r[|ii.'>(.'kTk-J s;yk^. 

Press unci hoki iIk- riiousL' 
iMion hort- [{i stc ;i pup-up 
menu for choosing [he 
jli^jmiieni ["tn k-xi tn ilk- 
rcpon JLt-jii 



Clkkiheftmr 
'H.'let. i II 



Click ro select a 
loni sbe 
I tnu:!SLijvtl in 
l"K}inls). 













□ Boltf 






□ llalrc 






□ UnJei Itn? 






EU Out tine 









BlignLgft | 




Th« auLck brown foji jtnc^s avtr Che laitr dag. 



To use J font si;!e noi 
lisiej, fype u here. (II y<Hi 
usfii sii-e ih;u's different 
IVom the sizes listed iihou' 
Icjr llie J<)]U, ilie IcM iiuy 
kxik roiii;h or j;ij;^ieLl.J 

Click the eokir you 
want to ikse for text in 
the rL'pon iierji. 



TIjis shows w\m ihe le-M will look like- 
Figure 7-20 Sptvifyin^iihciesi ftinnji for j re|>iJn iiem 

14. Click OK. 

You rcairn ro the Concent dialog box. 

1 5- Repeat steps 1 through 1 4 if you want to add more items to 
your report. 



Clupter? I'riniinj; 



16. CHck l*rcview. 

The Preview dialog box appears: 



tllkk iht'si" hullons Ut |irfvlfW iIil' rL"|K)rt tvll 





John Chapman 



Born in 177N, diH in ]S>i^ Plontrd a loL 



wIlLll VOLl'rt' 

lini^hal, 



Figure 7-21 I'ht^ I'rL'vtuss' dialog imx 



17. When you're finished looking at the preview, cHck Done to 
return to the Content dialog box. 

[f you're nor s^nisfied with the layout of die report cell, iidjust the 
report items as neces,sary in the Content dialog box. {To save 
your diiingcs and return imnicdiaicly lo chc' Princ dialog box 
from die Preview dialog box, hold down the Option key and 
press Return or Enrer,) 

18. When you're satisfied with the layout of your report items in^ 
the Content dialog box, click OK- " 



Cimpier7; Priaiins; 



19. lb adjust ilic liejiJer for yoiir report template, click Header in 
the Template didog box. 

1 he Header dialog box appears. Even if you don t plan to use a 
header, you may want to use this dialog box to eliminate die 
space the header would normally occupy, so that printing can 
start as high as possible on each page. (If you don t want to 
adjitst the header, go to step 22J 

20, Specify' the header you want: 



Press Lind hold the mous^f 
button here to .scl- a pap -up 
niL-nu for in^st-nint; the djle. 
lime, page number, or iiack 
n:inic into ihe heatler 
automatically 

IftiieheLidcrtuntiiin^ j 
l^r^phit, i[:ip|H^ar- heriMiul 
priiMs (Hit hekm thu 



lii TikAni: thi" lii'LitlfF \nm\ cm upyniji any spaa- 
al thu top of LMcli page, dick here to tleseletl the 
Shin\ j-icaUcr option. 




To pusic a graphic m\o ihe 
hcailci, chck this Iniilon. (The 
button In .iclivc only wJ:l'ii iIil' 
Clipjjoard contairu; a graphic,} 



i)rj>i Iroiii this corner to 
aJfust [he h^^i^lu the 
portion of the header that 
contains a graphic. 



To a J J 
text to the 
lieader^ 
t^"pe here. 



Figure 7-22 The Head lt ilia lug lio\ 



To reposition a graphic after you ve pasted it into the header, 
drag with the crosshair pointer to select the graphic, then drag 
with die arrow pointer ro move it. (Hold down the Shift key 
while you dr.ig to move the graphic one pixel at a time.} Tu 
duplicate the currently selecred graphic, hold down the Option 
key while you drag the graphiu 
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21. Click OK. 

riic Hcijdcr tiiaiog hux disappears, imd yoLi sec the Tcnipljie 
dialog box again. (To reCLirn immediarely ro die Pnnr dialog box 
widiour seeing the Template dialog box, hold down the Option 
key while you dick OK or Cancel.) 

22. If you warn to add a fooler to your report template, click 
Footer. 

The Footer dialog box appears. [If you don't want to add a 
fotJfcr, go lo step 23.) 

23- Specify die footer you want: 



IdoitTH rlicklhis huili>n (The 
liLJlum is ;niivL" only whun lliu 

If [he footer conuinsii graphic, 
II appears I RTL' and prims uiif 
|ii,si iilxjve iIm^ foiilur s wxi 

Tu;idd k'M in the 
Idok'r. l^p^■ ln-a-. 



Paste Picturn QSh&wFDOtsr 



Jtt iiliikc ihc fiiokT -sliow up in thi' prinioul, 
L'Irck Hl'iv 10 Sflecr the Show FooitT oprian 



[ Cancel ] ([ flK 
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Tett insert ^ 



Press and hold ihc mouse buiion here Drug from [his corner 

Ui see Li pop-up menu lor lask-ning in LiJjusi the hejjilii of the 

liif iljie. fime, piij-e nunilx/r, oi suitk i^union of ilie footer ihai 

luiiK' inioiiiuf(H>tej ;iu!oni;aitillly, ainlLun^ j gr:iphiL. 



Figurt 7-23 The I'lKiier tliiiloii ho\ 



To reposition a graphic afi:er you Ve pasted it into the footer, drag 
with the crosshair pointer to select the graphic, then drag with 
the arrow pointer to move it, (Hold down the .Shift key wliile 
yon drag to move the graphic one pixel at a time.) To duplicate 
the currendy selected graphic, hold down rhe Option key while 
you drag the graphic. 
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24. Click OK. 



I he Hooter dialog box disappears, and you sec the TempLire 
dialog box again. (To rcmrn immediareiy to the Print dialog box 
without seeing the TenipLitc dialog box, hold down the Option 
key while yuii diek OK or Oncel.) 

25. In the Template di^ilog box, click OK. 

1 he Template dialog box disappears, und you sec rhc Print 
dialog box again. Your new template is now saved with the stack. 

26. If you want to prim a report now (using the atrrent template), 
select the standard print options you want (as described earlier 
in the section * Printing a Report") and click Print in the Print 
diidog box. 

Otherwise, click Cancel in the Print dialog box- 
HyperCard prints information from the cards in the current 
stack (either all the cards or just the range of cards specified in 
the Template dialog box) according to the settings in the Page 
Setup dialog box, the Options dialog box for your printer, and 
the Template, Content, and Header and Footer dialog boxes for 
your new report template. 

* To print mailhig labels: If you want to print mailing labels, you 
can tise the Labels 3 by 7 template in the Addresses stack (which 
comes with HyperCard). If^ you want to print mailing labels 
from a .stack odier than rhe Addresses stack, copy the Labels 3 by 
7 tempbte tising the procedure described in the next section, 
"Rxporting a lemplare to Another Stack." IF you like, you can 
customize this template by selecting it in the Print dialog box 
and following seeps 6 through 25 in this section. If you^e 
printing on a UiserWriter, be sure to tisc ^^///y labels made 
especially for LaserWriters or photocopiers. '•> 
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Expoiting a template II you li;ivc a tt-TiipKuc lor (int: srack rliat you think would wurk well 
to iinOtllCr StilCk suck, you can export it to another stack by following 

these steps: 

J . Go to tlie stack tliat has die template you waiit to copy. 

2. Make sure you have one of the Genera] tools selected. 

The Browse tool (^), the Button cool (o), or the Field tool (□) 
will work. 

3. Choose Print from the File menu. 

The Prim dialog box appears (see iMguic- 7-2). 

4. Click the template you want to export to select it. 

5. Press and hold the mouse button over the pop-up Templates^ 
menu and drag to choose Export. 

The directory dialog box for exporting a template appears. 

6. In die directory dialog box, find and select the stack to which 
you want to export the current template. 

7. Click Open. 

Or double-click die name of the stack. You see the Print dialog 
box again. The template is now saved in the stack yott selected 
in step 6 as well as the current stack. 

8. Click Cancel to close the Print dialog box. 

If you want to print from the stack to which you exported the ^ 
template, go to that stack and follow the insrriiction.s in the section 
"Printing die Cards in a Stack" or "Prijicing a Report/' earlier in 
this chapter. 
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Co[5ying a template Von nuiy sunictinic^i find it usL-ful to Jiukc u copy ofa ccmplaic 
within the same stack ^'^'^''^ ^-^^^^ ^'^t:k ns the original — for L-Xiimpic, so that yoii can 

use clie [cinplatc js the basis of a new ceniplate witiiout changing 
the original. 

To make a copy of a template within the same stack as the original 
template, follow these steps: 

1 . Go to tiie stack that has the template you want to copy. 

2. Miike sure you have one of die General tools selected. 

■j'lie Browse too! (■^S). the Button tool or the Field tool (□) 
will work. 

^ 3. Choose Print from the File menu. 

The Print dialog box appears (see Figm-c 7-2). 

4. Click the template you want to copy to select it. 

5. Press and hold the mouse button over the pop-up Templates 
menu and drag to choose Duplicate. 

A copy of the template appears in the list of templates. You can 
make any changes you want to the copy without changing the 
original. 



RClianiing a template To rename a card or report template, follow diese steps: 

^ 1, Go to the stack that has the template you want to rename. 

2. Make sure you have one of the General tools selected. 

The Bmwsc tool (^), the Button tool or the Field tool (D) 
will work, 

3- Choose Print from the File menu. 

The Print dialog box appears (see Figure 7-2), 
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4. Click die template you vvani to rename to select it. 

5. Press and hold the mouse button over the pop-up Templates 
menu and drag to choose Rename. 

A Ji;ilu^ ho\ lila- ihc lollowiiij^ ap|icars: 



Rename te^plot... [ ] i TlT^ 

Cijrrent name: Untitled 



H«f noie: 



Untitled 



your [cmpliUf here. 



Figure 7-24 Ron:imin^ :i rempbte 



6. After youVe typed a new n;mie for the template, click OK. 



Deleting a template A'o delete a template Krom a stack, follow these steps: 

L Go to the stack that has the template you want to delete. 

2. Make sure you have one of the General tools selected, 

The Browse tool (^), die Button tool (a), or the Field tool (□) 
will work. 

3- Choose Print from the File menu. 

The Print dialog box appears (see Figure 7-2). ^ 

4. Click the template you want to delete to select it. 

5. Press and hold the mouse burton over the pop-up Templates 
menu and drag to choose Delete. 

A confirmation dialog box appears for deleting the report 
template. 

6. Click Yes to delete the template. 
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A 

iippiiaitiun prngrjin a prognun th.u lidps you 

perform a specific msk, such as word proct!ssing, 
darabaic managcmcnc. or crtJiing graphics. 

autlioring Creating or modifVing buttons, litib, 
fields, cards, backgrounds iind stacks using the 
Button cool. diL- T-iekl hkiI. and coniniands in 
[hf Objecis menu. AImj refers lo ilif iistr level 
diat allows you lo use the Button lool, the Field 
tool, and the Objects menu. 

background A type of Hyperdrd object; a 

tcmplaiL" shared by a numlx.'r ol'uirds. V'ahjU 
card with the sajne background has the same 
background picture, background fields, 
background buiions, and bjckt^rounti script 
in its background laycn 

l:)L^ck^^|■^^und huriuil A button tlut is common to 
*ill cards sharing ^ background. Ca>mparc wrih 
card button. 



background field A field that is common to all cards 
during a background; its si/c, f^osition. ,nid icsr 
tormai remain constant on all cards associated 
with diat bacl^round. but its re?tc can change 
from card to card. Compare with card field. 

backgimind layer The layer behind die t^d layer, 
contiiiningall the elements of [he background 
You see ihe elements of both kiyers when you 
look M a card, iLs if the carii layer were a 
transparent layer in front of the background 
layer. The background button or background 
field created most recently is the topmost object 
in the background layer (that is, closest within 
the background layer to the front of die scrcen). 
The background picture is behind (tirther from 
the from oi the screen) the objects in the 
L\ickground layer, 

hiickglOUnd piaurc The graphics in the 

background layer; the entire picture that is 
comnuin lo all cards sharing a background. 
You can see and edit the background picture 
by choosing B;tckground from the Fdlt menu. 
Compare with card picture. 
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hruWSC To L'xpkirL- I ly)Ki-C ^irI ^l;lLk^ by diijkin^ 
buCTons iuid using the Co menu- 

Mrnvv.sc Inol 1 ^S) f liu riH>l ytui usl- in dkk hurrons 
and CO posUion die insertion point in fields. 

buUon A type of HypcrOird object; a *'boc spot" on 
a card or background that responds when you 
dick ii uncording to the instructions in hs script. 
For example, dicking a right arrow button widi 
tbe Browse tool takes you to the next card. 

ButHin inol ( ) The cool you use to creare, change, 
and select buttons- 



C, D,E 

Ciird A type of HyperCard object; a rectangular area 
thiit can hold buttoni, fields, and graphics. All 
cards in a stack are the same size. Each card is a 
composite of two layers — a foreground layer, 
trailed the card layer, and a background layer. 
You see the elements of both layers when you 
look at a card, as if the card layer were a 
transparent layer in front of the background 
layer. Each layer can contain its own butcons, 
fidds. and graphics, 

CAvd button A button in the card layer of a specific 
card. C^ompare with background button. 

card fit?ld A field in the card layer of a specific card; 
its size, position, text attrihutes, and concent.^ are 
limited to the card on which the field is created. 
Compare with background field. 



Clirtl byCI" rhe Liycr in from uj'die bacltground 

layer. You see the dements of both layers when 
you look .It -I ciirtl, .is ifdie Cind Iiiycr were ;i 
iransp»nvm Liyer in front of ihc background 
layer. The card bunon or card field created 
most recently is the topmost object in the card 
layer (that is, closest within the card layer to the 
6*001 of the screen). The card pictiu-e is behind 
(fiirther from the from of the j^crccn) the objects 
in the card layer and in front ot alJ the dements 
in the background layer 

CWil pILtUIV The graphics in the card layer of a 
specific card. Compare with background 
picture. 

Carci template A template for printing the cards in a 
stack (or a range of cards) as they appear on the 
screen. You can create your own card templates 
or use ones diat already exist in a stack. 
Compare with report template. 

Ctjlur set A set of 16 colors that appe.irs in the 

Colors dialog box for a stack, a background, or a 
card. Color sets are Liscd to specify the colors 
available co buttons, fidtis, and graphics in a 
stack. You can choose from at least five color sets 
for any stack, background, or card: the standard 
system color set. a gray color set, and three 
others. You can also add a sixth color set to the 
Colors di;ilog boxes lor Lard.s and backgrounds 
When you select a dlft'erent color set, the % 
buttons, fields, and graphics that are affected by 
it reflect the new colors. 

current (adj,) The card, background, or stack 

you're looking at now. For example, the current 
card is the one you see on your screen. 
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F 

field A type of HypcrCiird object; a concaintT in 
wlikh yi>u t)ipL' fiuki UXI. I lypt^rt^iud h:Ls Lwo 
kiiids of fields— card fields and background 
fields, 

field icxl Textth at appears in a field. Field text can 
be edited and searched, while Paini texi cannot. 

Fidel tool (d) The rod yoii use to create, change, 
and select fields. 



^tn^i tools The tools that appear in the top row 

of the Tools menu: the Brow.se tool ('^), the 
Button tool (q), and die Field tool (□). 

Go palette The palette that you can "tear oft" the 
aJternaic Go menu. To see the alternate Go 
menu, hold down the ' key while you pull 
down the Go menu. 



lockud .Slack A stack for which '^Can't modify iiack" 
is selected in the Protea Stack dialog box; a 
stack for which l/icked is Nclccted in the stack's 
Icon Info box in the Finder; or a stack on :i 
locked medium — a locked disk, a CD-ROM, 
or a locked folder on a file server, A padlock 
appears after the last menu title in the menu bar 
of a locked stack. 



M,N 

message A string of characters sent to an object 
from a script or the Message box, or that 
HyperCard sends in response to an event. 
Messages that come from the system — from 
events stich as mouse clicks, keyboard actions, or 
menu commands — are called system messages. 
Examples of messages are help and 
mouseUp. 

Message box A special window that you use lo send 
messages to HyperCard. 



H, I,j,K 

4ui]Hj Cardi The fiist five cards in the standard 

Home stack, designed to hold buttons that take 
you to stacks, applications, and documents. 

I lypjgjtlik HyperCard's built-in script language for 



lyperCard users. 



ink A short script, usually in a button but 

potentially in any HypeiCard objea» that allows 
you to move immediately to a specific catd in a 
stack, to an application, or to a document. For 
example^ clicking a button that contains a link 
to your Addressee stLick takes you inunediately 
to the first card of that stacL 





nhjc'd An element of the HyperCard environment 
dial can have a script associated with it and that 
can send and receive messages. There are five 
kinds of HyperCard objects: buctonS) fields, 
cards> backgrounds, and stacks. 



Paint text Text you type using die Paint Text tool, 
Riini text can appear an)'where. while field text 
must appear in a field created with the Field 
tool. When you finalize Paint text by clicking, it 
becomes part of a card or background picture 
and cannot be edited except by erasing it and 
suiftingovcT. Unlike field text. Painr text can't 
be searched. 
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Paint tools Any of the HyperCnrd tools you use to 
create graphics. The l^nr tools :ire dJ the tools 
below the top row in the Tools menu. 

palerit* A small window that displays icons or 
patterns you can select hy clitkinj;- You can 
open three ol HyperC^artrs palettes — the Go 
palette^ the Ibols palette, and the Paiierns 
palette — by "tearing ofF' their respective menus. 
See also Go palette and tear-off menu. 

Patterns palette The palette that you can "tear off' 



dicl 



aiiernis nicjiu. 



picture Any graphic or part of a graphic, created 
with a Paint tool or imported from an external 
file* that la part of a card or background. 

picture insert An item in the Content dialog box for 
a report template that consists of the card 
picture. 

pixel Short for "picture element"; a single dot on the 
screen. 

point The unit of measurement of the height of a 
text character; one point h approximately equal 
CO one pixel. When you select a font, you can 
also select a point size, such as lO-point, 
1 2-point. and so on. (Note that a point on 
the Apple llGS is brger than the point used 
in typography.) 

power key One of a number oFkcys on the Apple 
Ik,^ keyboard that vou can prcis to invoke a 
menu command when a Paint tool is active and 
the Message box is closed. To turn on the power 
keys, choose Power Keys from the Opdons 
menu or select the Power Keys option on the 
User Preferences card in the Home stack. 



prognini A set of coded instructions describing 

actions for a computer to perform. This general 
term includes programs such as HyperCard and 
system software files as well as application 
programs. 



Recent A special tlialog box that holds miniatiKe 

representations of up to the last 1 8 unique cards 
viewed. Choose Recent from the Go menu to 
get the dialog box, 

repon teniphtte A template for printing the 

contents of specific backgroimd fields in a stack. 
You can create your own teport templates or^^' 
ones that already exist in a stack. Compare with 
card template. 

resource foi k The part of a file that contains 
resources such as icons and sounds. 



s 

SCripl A collection of instructions written in 
HyperTalk and avsociated with a particular 
object. You use the script editor to add to and 
revise an object's script. Every object has a scriptr 
even though some scripts are empty (that is, they 
contain nothing), 

script editor A special dialog box in which you can 
type and edit a script. I'hc tide at the top oFthe 
script editor describes the object to which the 
script belongs. You can use keyboard commands 
to edit text in the script editor. See also objca. 

■scripling The act of writing scripts; writing 

programs in HyperTaik. Also refers to the user 
level that allows you to look at and change 
objects' scripts. 
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SL^irch patll When you open a File from wirhin 

HyperCard. HyperCard acrempts to locate die 
M.itk, dociiineiir, or appliciiujii you warn by 
searching the folders listed in the appropriate 
field on rhe Search Paths card in ihe Home 
stack. Each line in a Search Padis field indicates 
rhe location of a folder, including the disk name 
(and folder and subfolder names, ifany). This 
information is called a search piirh, hems in a 
seardi path are separaitrd by colons, like diis: 
:MyDisk;HyperCard:MyStacks: 

H'iiri h !*arhs A card in the Home stack used 

to store inlormation about the location of 
stacks, documents, and applications that you 

f|pr while HyperCard is running. See also 
arch path. 

shared texr Field text that appears on every card 
with the same background. Shared text can be 
edited only from the card layer. Text in shared 
text fields can't be searched. 

luck A tjpe of HyperCard objea diai consists of 
one or more cards; a HyperCard document. 

y^tem message A message sent by HyperCard to 
an object in response to an event such as a 
mouse click, keyboard action, or menu 
command. Examples of HyperCard sysiem 
messages are mouseup and doMenu. 



T 

k'ar-()fT menu A menu rhar you can remove from 
the menu bar by dragging the pointer beyond 
the side or bottom edge of the menu. 
HyperCard has three menus that can be torn 
ofh the alternate Go menu, die Tools menu, and 
the Patterns menu. When torn off. these menus 
are called palettes. 

Tools paltnte The palette that you can "tear ofF' the 
Tools menu. 

U.ser llfVL-l A HyperCard setnng, ranging from 

1 to 5, that determines which of HyperCard's 
capabilities arc available. You can select the user 
level on the User Preferences card in the Home 
stack. Eacli user level makes all die options from 
the lower levels available, and also gives you 
additional capabiliries. The five user levels are 
Browsing. Typing. Painting, Authoring, and 
Scripting, 

User Preferences card The last card in the Home 
stack, where you can set your user level and 
select or deselect the Blind Typing. Power Keys, 
and Text Arrows options. 
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A 

access, protecting a stack 
,]dding buttons 157-166 

a card or background 152-153 

loHomecards !12-l]6 
adding button cexr 176 
adding cards ro sucks 122-125 
adding fields 207-210 
adding graphics 248-292 
adding margins lo fields 263-264 
adding Painr text 298-301 
adding search paths 26 
adding text 206-207 

m Imtton 176 

i#bld 50-52 

with Paint Text tool 298-301 
aligning graphics 295-296 
alignment in fields, setting 217-218 
Apple Preferred File Format, documents in 
adding tolor seis Irom 273 
importing color sets from 278-279 
importing graphics From 329-330 
AppleSharc network 

custom icons and 167 
launching HyperCard over 119 



using stacks on 55 

setting user access for 109-110 
appli canons 

adding buttons that open 154-157 
adding Home card burtons for 114-116 
importing graphics from 329-530 
opening from HyperCard 52-53 
quitdng 53 

Search Paths card for 24-26 
Arrow Keys in Text option. 5ffTex[ Arrows oprion 
An Ideas stack 262-263 
Authoring level, defined 19 
Auto Hilite option 186-187 
Auco lab option 216 



B 

Back command (Go menu) 

Prev command vs. 35—36 

for reviewing cards 48 
background(s) 1 35- 1 36. Stre also background 

buttons; background fields; background layer 

adding buttons lo 152-153 

adding fields to 207-208 

adding grapbics to 248-292 

adding Paint text to 298-300 
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b.ickgrouiid(s) (contimted) 

changing color set for 146-148 
checking number of 137 
color sets tor 96 

adding 97-98, 273 

changing 146-148,273.276^278 
copying 140-141 

when making new stack 88-90 
copying buttons on ihc same 198 
copying burtons to 199-200 
copyuij^ liclds on i\w siinif 236 
copying lidds to 236-23S 
copying graphics on die same 324—325 
copying graphics to 325—326 
creating new 138 
exponing a snapshot of 350-33 1 
getting information about 83, 142-143 
locating fields on 220-221 
moving between 1 39- 1 40 
moving buttons between 202-203 
moving buttons from Qird to 200-201 
moving fields between 240-242 
moving fields from card to 238-239 
moving graphics berween 328—329 
moving graphics ft^om card to 327 
naming or renaming 143 
number of cards in 137 
protecting 145-146 
for report, selecting 349,350 
repositioning buttons on 192-193 
repositioning fields on 230 
repositioning graphia on 327,329 
saving graphics on 323 
selecung;ill graphics on 260 
white area on, blank space vs, white paint 253 
working widi 1 36- 1 49 
background buttons. buttons 
numbering of 194 
and overlapping elements 1 93- 1 97 
reordering 195-196 
Share Hiiiie option 187-189 



Background command (Edit menu) 136 
background fields. See &ho^A6& 

L-hanging appearance of 221-228 

numbering ol 232 

and overlapping elements 231^235 

placing in report template 352—355 

teordering 233-235 

Shared Text option for 219-220 

tabbing through 215-216 
hackgroimd layer. 5ef /-//m b,ickgfound(s) 

card layer vs. 63-CI5, 122. l*J3 
wKeii adding hutions 1 52—1 53 
when adding fields 207-208, 209, 210 
when adding graphics 248 
when entering or editing text 219 
when selecting graphics 253,260 

moving berween card layer and 136-137 

overlapping buttons in 195-197 

overlapping fields in 231—235 

overlapping graphics in 302-305 

viewing 136 
background picture 302—303 

selecting 261 
background script, viewing 85 
backing up 

importance of 10 

when modifj'ing stacks 79 
Bkgnd Info command. See Bkgnd Info dialog box 
Bkgnd Info dialog box 85,142 

Cant Delete option 145-146 

changing color set with 146-147 

checking number of backgrounds with 137 

Don't Search option 144 

excluding backgrounds from searches with 144 

naming or renaming a background with 143 

proceainga baclcground with 145-146 

shortcut for choosing 143 
blank space 

selecting graphic with otit 255, 257-259, 260 

white paint vs, 253 
Blind Typing option 24 



J70 



Index 



Index 




A 

access, protecting a stack 
adding buttons 157-166 

m a card or background 152-153 

toHomccards 112-116 
adding button tcxE 176 
adding cards ro stacks 122-125 
■tdding fields 207-210 
jdding graphics 248-292 
adding margins ro fidds 263-264 
lidding Paint text 298-301 
adding search paths 26 
adding text 206-207 

lo button 176 

i^ld 50-52 

with Paint Text tool 298-301 
aligning graphics 295-296 
dlignment in fields, setting 217-218 
Apple Preferred File Format, documents in 
adding cokir sets (rum 273 
imponing color sets from 278-279 
importing graphics from 329-330 
AppleSharc network 
custom icons ,md 167 
launching HyperCard over 119 



using stacks on 55 

■secring user access for 109-110 
applications 

adding buttons that open 154-157 
adding Home card buttons for 114-116 
importing graphics from 329-330 
opening from HyperCard 52-53 
quitting 53 

Search Paths card for 24-26 
Arrow Keys in Text option. 5ff Text Arrows option 
Art Ideas stack 262-263 
Audioring leveL defined 19 
Auto Hilite option 186-187 
Auto Fab option 216 



Back command (Go menu) 

Prev command vs. 35—36 

for reviewing cards 48 
background(s) 1 35- 1 36. 5ff aho background 

buttons; bacl^round fields; background layer 

adding buttons to 152-153 

adding fields to 207-208 

adding graphics to 248-292 

adding Paint text to 298-300 
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backgroiind(s) (con mined) 

changing color set for 146-148 
cht^tking number of 137 
color sets for % 

adding 97-98. 273 

changing 146-148,273.276-278 
copying 140-141 

when nuking new stack 88-yO 
copying butions on the same 198 
copying bu no ns [o 199-200 
eojjying hekk on ihu s;iine 2.1^1 
copying fields lo 23(>-238 
copying graphics on the same 324-325 
copying graphics 10 325-326 
creating new 138 
exporting a snapshot of 330^-331 
getting information about 85> 142-143 
locating fields on 220-221 
moving between 139-140 
moving buttons between 202-203 
moving buttons ftom aird to 200-201 
moving fields between 240-242 
moving fields from card to 238-239 
moving graphics between 328-329 
moving graphics from card lo 327 
naming or renaming 143 
number of cards in 137 
protecting 145-146 
forrepon, selecdng 349> 350 
repositioning buttons on 192-193 
repositioning fields on 230 
reposiuoning graphics on 327,329 
saving graphics on 323 
selecting all graphics on 260 
white area on, blank space vs. white paint 253 
working with 136-149 
background buttons. See also buttons 
numbering of 194 
and overlapping elements 1 93-197 
reordering 195-196 
Share Hiiite option 187-189 



Background command (Edit menu) 136 
background fields. See fflfo fidds 

changing appearance of 221-228 

numbering of 232 

and overlapping elements 231-235 

placing in repon template 352—355 

reordering 233-235 

Shared "Icxt option for 219-220 

tabbing through 215—216 
background layer. A';' -'//m background (s) 

cardbycrvs. 6.W)5, 122, 193 
when adding buttons 1 52-1 53 
when adding fields 207-208, 209, 210 
when adding graphics 248 
when entering or editing text 219 
when selecdng graphics 253,260 

moving between card layer and 136-137 

overlapping buttons in 195-197 

overlapping fields in 231—235 

overlapping graphics in 302-305 

viewing 136 
background picture 302—303 

selecting 261 
bacl^round script, viewing 85 
backing up 

importance of 10 

when modifying stacks 79 
Bkgnd Info comm:md. See Bkgnd Info dialog box 
Bkgnd Info dialog box 85. 142 

Can't Delete option 145-146 

changing color set with 146-147 

checking number of backgrounds with 137 

Dont Search option 144 

excluding backgrounds from searches with 144 

naming or renaming a background widi 143 

protecting a background widi 145-146 

shortcut for choosing J 43 
blank space 

selecting graphic without 255, 257—259, 260 

white paint vs. 253 
Blind Typing opdon 24 
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ijordcrs, drawing with parrerns 291-292 
Bring Closer command (Objects menu) 

reordering a button with 295 

reordering a field with 234 
Browse tool 

choosing 33 

shoncut for 154 

cdiiing shared ^ext with 219 

editing text with 51,211-213 

locating bunons with 171 

locating fields widi 211,221 

locked field and 243 
irowsing level, defined 19 
irowsing methods 32-50 
kush^4-266 
irusl^mape dialog box 265 
bucket 264 

changing a graphic's pattern or color with 
310-311 

positioning 268-269.311 
iuiton Ideas stack 154-155 
lutton Info command. See Button Info dialog box 
iutron Info dialog box 81 

adding [exc and icon with 164 

assigning icon ro button with 162 

Auto Hilite option 185-187 

butron numbers in 194 

changing button color with 179-lSO 

changing button style with 175 

changing button text with 1 76 

ch^^ing or removing an icon widi 177-178 

choosing button style with 175 

copying an icon with 168-169, 170-171 

creating link with 181 

creating text button widi 159 

Family menu, highlighting buttons with 189-190 

highlighting button with 186-190 

inscallingan icon with 168-171 

making button opaque or Ltan.sparent wich 197 

naming burcou with 191 

opening a script with 203 



Share Hilife option 187-189 
Show Name option 1 9 1 

varying highlighting among cards widi 187-190 
button names, Finder stack names vs. 27-28 
button numbers 194 

button(s) 66, 151. \ 52, See also hzckg round burtons; 
card buttons 
adding to card vs. background 152-153 
adding to Home cards 1 12-116 
assigning an icon to 177-178 
changing colors for 179-180 
changing an icon for 177-178 

copying 198-200 

fi-om Button Ideas stack 154-157 
creating 157-166 

blank and transparent 157—158 

with a graphic 165-166 

with an icon 161-164 

with icon and text 164 

opaque or transparent 197 

widi text 158-161 
deleting 204 
disappearing 9 

getting information about 80-81 

highlighting 186-190 

onHomecards 1 5-16. 1 12-2 16 

linking to cards or stacks 1 12-1 16> 180-185 

locating 171-172 

making transparent or opaque 197 

managing icons of 166-171 

modifying 173-180 

by adding, changing, or removing text 176 

by choosing style 1 74— 1 76 

by resizing 160 
moving to another card or background 202-203 
moving fi^om background to card 201 
moving fi-om card to background 200-201 
moving through stacks with 38 
naming ur renaming 191-192 
for opening apphcations 114-116 
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bLit[oii(s) (continued) 

for opt^niiig ciirds or si;tt.k.s 1 HO-1 85 
from Home cards 112-113 

for opening documents 1 1-4-1 !6 

opening scripcs of 2t)3 

overlap pi ng» sol u no as to 195—197 

rcddymade 67. 154-155 
copying 154—157 

removing an icon from 1 77- 1 78 

roordL-riiij; i^JS 

cepuhit lolling 1 92-193 

rt'si/int^ 173 

selecting 72 

styles for 174-176 

text on. iVf buuon Text 

rools for working with 153-154 

viewing 171-172 
liucron text 206 

adding, changing, or temoviiig 176 

combining with button icon 164 

creating 158-161 

setting or changing style of 176-177 
Button tool 1 53 

locating buttons with 80.171-172 
opening a script with 203 
repositioning a button with 192-193 
resizing a button with 1 73 
shortcut for choosing 154,209 

c 

card{s) 4. i'ff iii'o card fields; card layer 
adding bunons to 1 52-1 53 
adding fields to 207-208 
adding graphics ro 248-292 
adding Paint text to 298-300 
adding lo stacks 122-125 
color sets for 96 
adding 98, 273 

changing 133-134.273.275-276 
copying 1 26 

copying buttons on the saniL- 198 



copying buttons to 1 99-200 
copying flolds on thf same 236 
copying fidds to 236—238 
copying graphics on tlie same 324—325 
copying graphics to 325-326 
deleting 135 

exporting a snapshot of 330-33 1 

flipping through 42—43 

getting information about 84. 129 

filing b,Kk lo '18- -^9 

going n» specific 41—43 

hhinit' I S-1 6. Set' also Home cards 

linking biition.s lo 180-185 

locating Hekls on 220-221 

moving. iVf cards, repositioning 

moving buttons to backgtound from 200-201 

moving buttons from background to 201 

moving burtons between 202—203 

moving buttons on 192-193 

moving field to background from 238-239 

moving field from background to 239-240 ' 

moving fields between 240-242 

moving fields on 230 

moving graphics to background from 327 

moving graphics between 328-329 

moving graphics on 292—293 

naming 130 

printing 336-340 

creating template for 343-348 
from current card template 348 

protecring from deletion 132—133 

repositioning 127—128 

repositioning graphics on 329 

saving graphics on 323 

viewing quickly 42—43 

white area on, blank space vs, white paint 253 
working with 122-135 
card buttons. S^e atsohviiKQixs 
numbering of 194 
and overlapping elements 193-197 
ffordcfing 195-1% 
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card II f Ills 

changing appearance of 22I-22S 
ininilxTi/ig of 232 
and overlapping elements 231-235 
reordering 233-235 
tabbing dirough 215-216 
Card info command. 5fr'Card Info dialog box 
Card Info dialog box 84. 129 
Can'r Ddere option 132^133 
changing color set with 133-134 
Dont Search option 131 
excluding fields from searches with 131 
naming or renaming a card with 130 
protecting a card with 132-133 
scripting a link widi 183 
^korrcut for choosing 129 
caTn layer. See also card fields; canJ[s) 
backgronnd layer vs, 63-65. 122, 1^3 
when adding biitrons 1 52-1 53 
when adding fields 207-208,209.210 
when adding graphics 248 
when entering or editing text 219 
when selecting graphics 253> 260 
moving between background layer and 136-137 
overlapping burtons in 194-197 
overlapping fields in 231-235 
overlapping gra|>hiLs in 302-30'i 
card picture 302-303 

adding to report template 350,352-355 
printing in report 340-343 
selecting 261 

cript> viewing 84 
card T:emplate(s) 336 

copying within ihe same stack 361 
creating 343-348 
deleting 362 
editing 338 

exporting to another stack 360 
fooTer for 347 
header for 345-346 
naming 344 
renaming 361-362 
selecting 337-338 



Lh;]ngey. proiCLt^ng 4 stack IVoni I(J3-I05 
changing a buftons icon 177-178 
changing button text 176 
changing colors 

for a button 179-180 
for a field 227-228 
changing color sets 272-279 

for a background 146-148.276-278 
foracard 133^134,275-276 
for a stack 95-98, 274-275 
changing a field's appearance 221-228 
chiinging a graphic's appearance 305-317 
changing a Home card\s appearance I 1 8 
check box button 

Auto Hiiire and 186 
Share Hilite and 187 
Choose CoiorSet (Options menu) 275, 277 
circles, dtawing 281-283 
Clear Button command (Edii menu) 204 
Clear Field command (Edit menu) 245 
Clear Picture command (Edit menu) 332 
clicking burtons to move around 38 
clicking text 39 
Clipboard operations 

copying a button 169» 199 
copying a card 1 26 
Lopyiny a field 237 
copying a graphic 326 
moving a button 200-202 
moving a card 127.128 
moving a field 238—241 
moving a graphic 327, 328 
closing a stack 31 
color (Patterns palette) 
changing 309-313 
double-clicking. elTects of 322 
Colors dialog box 

changing button colors with 179-180 
changing background colors with 146-148, 
276-278 

changing card colors with 1 33-134. 275, 277 

changing field colors with 227—228 

changing stack colors widi 96-97, 147-148,274 
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color set 95t272 

adding 273 

ch,ingiiig TJI-Tl^ 

for a background 146-148,273 

foracard 133-134.273.275-276,276-278 

for a stack 95-98, 27^275 

for imporred graphics 330 

imponinj^ from a document 278-279 
Command key, using widi Puinr tools 321 
Conipacc Stack command (File menu) 31, 100 
Concent dialog box, for report template 350-356 
Copy Button command (Edit menu) 1 69, 1 99 
C^py Card command (Rdit menu) 126 

for creating miniature card 331 
Copy Field command (Edit menu) 237 
copying a background 88-90, i40-l4l 
copying a button 198-200 

from Burton ideas stack 154-157 
copying a card 126 
copying a field 236-238 
copying a graphic 324-326 

that comes with HyperCard 262-263 
copying an icon 167,168-171 
copying a stack 98-99 
copying a template 

to another slack 360 

within the same stack 361 
Copy Picture command (Edit menu) 262, 326 
Copy Text command (Edit menu) 301 
correaing mistakes 87 

with Brush 265 

with Bucket 269 

with Eraser 264, 332 

in graphics operations 263-264,332 

ill low-mcmot^' miidiiitJiis 3I^J 

with Spray tool 267 

in text entry 52, 217 

undeloTing a card 13^ 
Create QuickLink button I 13 
creating a background 138 
creating a button. Set buttons, creating 



creating a card template 343-348 
creating a field 209-210 
cre.iiing ;i j;raphic 248-292 

opaque or transparent 303—305 
creating aji icon 167 
creating links 180-185 

with Link To method 181-182 

by scripting 183-185 
creating a miniature picture of a card 331 
creating Paint text 298-300 
creating stacks, Ji-^scacks, creating 
crosshair pointer 

drawing circles, ovals, or rectangles with 281—282 

drawing an irregiJar polygon with 285—286 

drawing lines or free-form shapes with 280 

drawing polygons with 283-285 A 

selecting a graphic with 254-255,257-258 
Curve tool 

Draw Filled option with 289-290 

drawing with 280 
customizing the Home stack 111—119 
Cut Button command (Edit menu) 200. 201, 202 
Cut Card command (Edit menu) 

adding new first card with 124-125 

cxjpying a background with 140 

moving a card with 127, 128 
Cut Field command (Edit menu) 238, 239, 241 
Cut Picture conunand (Edit menu) 327, 328 

D 

Delete Card command (Edit menu) 135 A 

deleting a background with 148—149 
Delete command (Templates menu) 362 
Delete key, correcting mistakes with 87 
Delete Stack command (Hile menu) 1 10-1 1 1 
deleting. .Vrtfiocorreciiiig mistakes; removing 

a background 148-149 

a bunon 204 

button text 176 

a card 135 

Lt card lemnlate 362 
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dieting (continued) 
afield 245 
:i graphic 332 
wirh Brush 265 
with Eraser 264, 332 
with Spray cool 267 
a reporc cemplate 362 
scrips 91 
^;ejrcfi paths 26 
;iiut:k 110-111 
text 217 
deletion 

prntecting a background from 145-146 

protecting a card from 132-133 

protecting a stack from 104—105 
desk^^essory, adding a color set with 273 

ro abackground ! 48 

ma card 134,276,278 

to a srad( 98 
director)', Home cards as 15 
directory dialog box 11,25 
Don't Search option 46 
double-clicking, a^ error 3S 

io able-clicking Paint tools, patterns, or colors 322 
Draw Centered option (Oprions menu) 

circles, ovals, or rectangles with 282 

lines or free-form shapes with 281 
Draw Filled option [Opuons menu) 288-290 

for filled shapes without borders 292 
drawing, using pencil for 287 
drawing lines imd shapes 279—292 

ci^Ps, ovals, and rectangles 281-283 

widi different line widths 290-291 

filkd with patterns 288-290 

line or frcc-fbrm shape 280-281 

in multiples 293-295 

polygons 283-286 
Draw Multiple option (Options menu) 293-294 
Draw Oudined option (Options menu) 283 
Jiiplicating. 5^-^ copying 



editing a graphic 305-317 
editing an icon 167 
editing text 52.211-218 

correcting mistakes 87 
Edit menu commands 

Background 64-65. 136 

Clear Button 204 

Clear Field 245 

Clear I*iaure 332 

Copy Button 169, 199 

Copy Card 1 26 

for niiniaturt" picture of card 331 

Copy Field 257 

Copy Picture 262, 326 

Copy Text 301 

Cut Button 200,201.202 

Cut Card 

adding new first card with I 24—125 
copying a background with I40 
rnoving a card with 127, 128 

Cur Field 238.239.241 

Cut Picture 327.328 

Delete Card 135 

for deleting a background 148-149 

New Card 

adding card with 123,124 

copying a background with 140» I4l 

Paste Button 169, 199-202 

Paste Card 

adding new first card with 125 
copying a background with 141 
copying a card with 126 
creating miniature card with 331 
making card first in stack with 128 
moving:* card with 127,128 

Paste Field 237,240.241 

Paste Picture 263. 326, 327. 328-329 

Paste lext 301 
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Edir menu commands (toiU 'tnued) 
Text Sr\'lc 

t'hotxsiri^ l)uifon tt-xr foi iiKir wiili 1 7f>- 1 77 
choosing Jield icxi formal wi[h 217-218 
with Painr text 298-299 
Undo 87 

low memory and 318 
Reven command vs. 323 
Lmdelenng a card with 1 35 
undelecing field text widi 217 
undeleting a graphic with 263(332 
user level and 20 
Edit Pacrern dialog box 271 
Edii Template command ( iemplaces menu) 
modifying a card template with 344-348 
modifying a repon template with 349i 357-359 
selecting cards for printing 338 
seleaing cards for reporr 341-342 
elements, overlapping 
buttons 19^^197 
fields 231-235 
graphics 302-305 
entering and editing text in fields 50-52, 21 1—218 

and Text Arrows option 213 
Eraser, deleting a graphic widi 264,332 
error correction; erasing. iVf correcting mistakes; 

deleting 
error messages 78—79 
Esc key 

going to last card seen with 48 

for Undo command, with Paini tools 87* 263, 332 
evaluating stacks 76-77 
Expon command (Templates menu) 360 
Expoa Paint command {Hie menu) 330-331 



Family menu, highligliting buttons with 189-190 
FatBits option (Options menu) 306-31)7 
fiold(.s) 66, 205. 206 

adding to card or background 207-2 10 

■idding margijii to 263-264 



changing appearance of 221— 22S 

changing colors for 227—228 

copying IM^-IS^ 

creating 209-210 

deleting 245 

dis:ippearing 9 

displaying lines in 226-227 

entering and editing text in 50—52, 211—218 

getting information about 83 

locating 220-221 

locking and unlocking 242—243 

making opaque or transparent 235 

moving to another card or background 240-242 

moving from background to card 239—240 

moving between 214—216 

moving from card to background 238-239 | 

naming 228-229 ^ 

numbering of &^ field numbers 

overlapping of. solutions to 233-235 

peeking at 221 

pteventing word wrap in 212 

priming text in 340-343 

protecting 242-244 

reordering 233—235 

repositioning 230 

resizing 222-223 

for viewing; hidden text 212 
searching for text in 45^6, 47 

exclusions when 46. 131-132,244 
selecting 73 
st)'lesfor 223-224 

tabbing through 214-216 { 

tools for working with 208—209 
Field Info command. See Field Info dialog box 
Field [nfo dialog box 83 

adding margins with 225—226 

Auto Tab option 216 

changing field colors with 227-228 

changing fidd style with 223-224 

checking field number with 215 

i:hoosing text formal with 217 

displaying lines in field wldi 226—227 
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Field Info dialog box (continued) 

Don't Search option 244 

Shared TtrxE option jiid 220 

Lock Text option 242-243 

making a field opaque or rmnsparent wiih 235 

naming a field 229 

protecting field from search with 244 

Shared Text option 219-220 

Show Line.s option 226-227 

Wide Margins option 225-226 
held names, choosing 228-229 
field numbers 194 

reordering hclds and 234 

tabbing order and 215 
field size, changing 222-223 
{ield0le> changing 223-224 
field text 206 

adding to cards 50-52 

changing to Paint text 300-301 

choosing look of 217-218 

clicking 39 

copying a field wirh 236-238 

copying a field without 236 

correcting mistakes in 87.217 

creacing fields for 209-210 

entering and editing 50-52,222-218 
and Text Arrow^i opiiiin 213 

on every card 219-220 

hidden^ viewing 212 

moving through 21-22 

plying in report template 354-355 

f^^ing reports using 340-343 

Shared Text option, for background fiolds 
219-220 
Field tool 208-209 

locating fields with 82,220 

rcposiuoning a field with 230. 233 

residing a field with 222 
File menu commands 

Compact Stack 31, 100 

Delete Stack 1 10-1 1 1 

lixpori Paint 330-331 



Import Paint 278-279,329 

New Stack 89 

Open Stack 

closing a stack wirh 31 
getting to Home stack with 26 
nioving to iinodicr stack with 48 
opening a stack with 27,28-29 

Print 

copying a template with 361 
creafing a card Template with 343 
creating a report template with 348 
delefing a template with 362 
exporting a template with 360 
renaming a template with 361-362 
report from current stack 340 
Prim Card 336 

Protect Stack. See Protect Stack dialog box 

Qnit HyperCard 31.57 

Save A Copy 98-99 

user level and 20 
files, finding 10-11,24-26 
file server 

setting user access for stacks on 109-1 10 

using stacks on 55 
Fill command {Paint menu) 

changing a graphics pattern or color 309-310 

iilling .irca widi pattern or color 269-270 
filled shapes, drawing 288-290 

widiour borders 292 
Find command (Co menu) 

finding text widi 43-46 

searching ii specific field widi 45^6 
Finder 

changing stack name in 94 

copying a stack in 99 

HyperCard icons and 1 3-1 4 
finding burtons 171-172 
finding a file 

directory dialog box for 11,25 

Search Paths cards for 24—26 
fmtling text- -Sir searching for text 
finding a transparent field 21 1 
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Find Whole command 46-47 
Firsc command (Go menu) 35 

making card firsi in stack with 1 24. 1 28 
Flip Horizontal command (Paint menu) 316-317 
flipping a graphic 316-317 
flipping dirough cards 42—43 
Flip Vertical command (Paini menu) 316-317 
fbni,scmng 217-218 
Fojic menu, for report template 354-355 
font size, choosing 217-218 
Footer dialog box 

for card templare 347 

for report template 358-359 
FFYPE. HyperCard 13 

G 

General cools 68> 69 
Go menu commands 34—36 
Back 

Prevvs. 35-36 
reviewing cards widi 48 
Find 43-46 

searching a specific background field with 
45^6 

searching far a whole word or phrase with 
46^7 
Finii 35 

making card first: in stack with 124, 128 
Help 53 
Home 26>50 
icons for 36-37 
Last 35 

Message. Set- Message box 
Next 35 

Prev, Back vs. 35-36 

Recent 49 

Show All Cards 42 
Go palette, moving through stacks with 36—37 
gniphjc(s) 66 

adding to card or backgroujid 248—292 

adding to card template header or footer 346, 347 



adding to Home cards 1 18 

adding to reporr Template 350, 352—355 

in header or footer 357.358 
aligning 295-296 
changing appearance of 305—3 17 

by changing pattern or color 309-313 

by flipping vertically or horizontally 316-317 

by inverting 313 

byoudining 314 

by rotating 90° 315-316 
ch;inj;ing color of 309-313 
changing pattern of 309—313 
chajiging size of 308 
color sees and 95» 272 

changing 272—279 

with imponed picture 330 ^ 
combining options for 297 
copying 324-326 

to another card or background 325-326 

readymade graphics 262—263 

on same card 324-325 
creating 248—292 

opai]iie or transparent 303—305 
creating buttons with 165-166 
creating your own patterns for 270-271 
deleting 332 

drawing lines and shapes 279—292 
circles, ovals, and rectangles 281—283 
with different line widths 290-291 
filled with patterns or colors 288-290 
line or free-form shape 280-281 
in niultiples 293-295 | 
polygons 28,5-286 

drawing patterned or colored borders 291-292 

editing 305-317 

Riling with patterns or colors 267-270* 288-290 
flipping 316-317 
importing 329-330 
magnifying for edidng 305—307 
making opaque or transparent 303-305 
miniauire pictures of cards 331 
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graph k(s) (continued) 

moving 292-293 

tQ another card or background 328-329 
from card to baclcground 327 

outlining 314 

overlapping, solutions CO 303-305 
painting with Brush 264—266 
painting with Bucket 267-269,310-311 
piiiniing with Spray tool 266-267 
with Paint text, Paint text 
readymade 67, 262—263 
repositioning 263, 292-293, 303. 326 
reverting to last version of 323-324 
rotating 315-316 

i'ng on card or background 323 
^:ing 74,253-261 
all in current layer 260 
after creation 259 

entire card or background picture 261 

nonrectangular area 255-257 

rectangular area 254-255 

without white space 255, 257-259, 260 
special efFects with 293-297 
text with- i>f Paint text 
tools for working with 249—253 
using modifier keys for 321 
Uiing power keys for 3 1 9-320 
white paint for 253 
working with 247-332 
Grid option (Options menu} 295-296 



hardware requirements 6-7 

Header dialog box 

for card template 345—346 
for report template 357-358 

help, geiring 53-54 

Help command (Go menu) 53 

hidden buttons, locating 172 

hidden field text, viewing 212 

ludJeji inciui bar^ viLwiii|^ 32 

highlighting, adding to buttons 186-190 



on specific cards 187—189 
Home cards 1 5—16 

adding buttons to 112—116 

burconson 15-16, 112-116 

changing appearance of 118 

renaming 1 17—1 1 8 

returning to 50 
Home command (Go menu) 26, 50 
Home stack 14—26 

as Apple lies control center 119 

copying a button from 170^-171 

customizing 111—119 

deletion warning 15 

going to (Home command) 26, 50 

installing an icon in 167, 168-169 

locating 1 1 

Search Paths card 24-26 

startup and 10-11. 119 

User Preferences card 17—24 
house icon, getting to Home stack with 26, 50 
HyperCard 

with CD-ROM 56 

getting help in 53—54 

hardware requirements for 6-7 

help sources. See HyperCard Help stack 

Home stack required for 14—1 5 

installing 9-10 

Finder and 13—14 

introduction to 1-6 

layers of elements in 193—194 

in network environment 55 

opening applications from 52-53 

quitting 57 

readymade elements in 67. See aho specific elements 
running from locked disk 56 
software requirements for 7 
starting 10-13 
starting Apple IIGS with 1 1 9 
uses for 2-3 
HyperCard Help stack 53-54 
HyfH'rCiml !/r;s Ifcflrmrw. 54 
rcadymadL' button lor 155 
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HyperCard. Icons file 13 
HyperTalk 2. 63 

iiUding a coiur lict with 273 

roacar3 13^.276.278 

to a stack 98 
help sources 53—54 
printing options with 333 



icon(s) 

assigning to buttons 161-16-^, 177-I7S 
copying l67, 168-171 
creating 167 

creating buttons with 16T-!64 
Finder and 13-14 
installing 

by copying and pastijig a button 168-170 

managing 166—171 " 

removing from buttons 177-178 

sck'cting. sdccting graphic v.s. 254 
Icon dialog box 162-163 

changing or removing an icon with 177—178 

copying a button with 168, 170 
Icon Editor stack, role ol 1 67 
lmagtrWriter> Print dialog box lor 339 
importing a graphic 329—330 
Import Paint command (File menu) 278-279. 329 
installing HyperCard 9—10 

Finder and 13-14 
installing an icon 

by copying and p:Lsiing a button 168—170 

witli Icon diakigbox 1 7(1-1 7| 
Invert Lojnmand (Paini juenii) 313 

K 

Keep command (Paint menu). 323 

lov^ memory and 318 
ke)'board shortcuts. See aha specific tasks 

tor choosing [cjols 209 



for Go menu 50—57 

power Keys option 319—320 

tor reordering fields 234 

L 

labels, printing 359 
LaserWriter 

Prim dialog box for 339 

printing labels on 359 
Liisso. selecring graphics with 74, 256—260 

all in current layer 260 

entire card or backgojund pitturt 261 
Last coinmiind (Go menu) 3'^ 
layers. background layer: card layer 
layout for report 351-352 

previewing 356 
lines 

displaying in a field 226-227 

drawing 280-281 ■ y '-.- ^ ' 

patterned* drawing 291-292 

varying width of 290-291 
Line Siz-e dialog box (Options menu) 290-291 
line spacing, setting 2)7-218 
Line tool 

choosing 280 

drawing with 280—281 
line width, selecting 290-291 
linking information 6 

creating burtons for 180-185 
by Link To method 181-182 
byscripting 183-185 
using Create QuickLink button for 1 13 

stack renaming and 94 
l.inkTobox 181-182 ^ . r ■- . 

loaning buttons 171-172 
locating fields 220-221 
locked disk> running HyperCard from 56 
locked stacks 13 

making changes to 105 

using on lile servtr 55,109-110 
locking and unkicking lields 2A1-IA5 
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louking back through cards seen recently 48-49 
J<iokint; nr scripts 203 

looking through stacks. iVe moving through stacks 

M 

magnifying a graphic for editing 305-307 
tnailing labels, printing 35*) 
Ml. matting icons I 1 7 1 
niLffgiiis 

adding lo fields 263-264 

adja^ting Kor rt^port 351 

checking 7—8 
low 

^aint tools and 318-319 
symptoms of 8-9,318 
working with 9, 319 
requirements 6, 7 
menu bar 

in background layer 136 
viewing hidden 32 
menus. Setruho specific iuetius 
hidden 32 

with Paint cools 251-253 

stack 32 
Message box 

and Find conmand 43-44,45-46 

and Hind Whole command 47 

getting help with 53 

getting CO Home stack with 26 

d^^g to card with 4 J— 43 

moving to another stack with 4S 

moving between backgrounds with 139-140 

moving dirough stacks with 42-43 

opening an application from 52-53 

opcnmg a stack from 27,28 

returning to Home stack widi 50 
miniature picture of card, creating 331 
mistakes- 5^-^ correcting mistakes 
modifier keys, using with Pjinr cools 321 



modifying a burtons appearance 173-180 
modifying ;in icon 167 
modifying siack;i 78— B7 

protection from 103-105 
moving back through cards seen recendy 48—49 
moving between backgrounds 139—140 
moving a button 200^203 

to iinother card or backgnumd 202—203 

from background to card 2i)l 

horn card to background 200-201 
moving a card 1 27- 1 28 
moving a field 230 

to .mother cird or background 240-242 

from background ro card 239—240 

from card co background 238-239 
moving a graphic 292-293 

CO another card or background 328-329 

from card to background 327 
moving a [cniplate 360 
moving through fields 214-216 
moving through Macks 2 I -23, 32-50 

wid^ arrt>w keys 39—40 

by clicking buttons 38 

by clicking text 39 

by Hipping chrough cards 42-A3 

with Go menu 34—36 

with Go palette 36-37 

with Message box 42-43 

reviewing cards viewed 48-49 

by searching for text 43—47 
moving through text 21-22 

from one field to another 214-216 

Text Arrows option for 213 
mnhipie lines or shapes, drawing 293-295 

N 

naming a burton 191-192 

naming a card 130 

naming a field 228-229 

naming or renaming a background 1 43 
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naniing :i Slack 93—94 
network 

custom icoiis and 167 

launching HyperCard over 119 

low-memory symptoms widi 8-9,318 

using stacks on 55 
New Background command (Objects menu) 138 
New Button command (Objects menu) 

creating ^ button with an icon 161 

creating a button wirb text I 59 
New Butcon (Objects menu) 1 14—1 16 
New Card command (Cdit menu) 123, 124 

copying J background with MO, 141 
New Field command (Objects menu) 209-210 
New Stack command (File menu) 89 
New Stack dialog box 89-90 
New Template command (Templates menu) 344, 

348-349 
Next command (Co menu) 35 
non rectangular graphic, selecting 255-257 

o 

Objecrs menu commands 

Bkgnd Info dialog box 85, 142 

changingcolor set with 146-147 

checking number of cards rhar sh;^re 
background 137 

naming or renaming a background with 143 

protecting a background with 145 

search exchision.s with 144 
Bring Closer command 

reordering a button with 195 

reordering a held with 234 
Button Into dialog box 81 

changing buiion style with 175 

changing button text with 176 

creating a text button with 1 59 

in^iialling an icon with 168-171 

making button opaque or transparent wirh 197 

naming 3 butcon with 191 

opening a script with 203 



Card Info dialog box 84.129 * 

changing color set with 133—134 

naming or renaming a card with 130 

protecting a card with 132-133 

scripting a link wiih 183 

search exclusions with 131 
examining stacks widi 80 
Field Info dialog box 33 

adding margins with 225-226 

changing field style with 223-224 

choosing text form.ti widi 217 

displaying lines in held with 226-227 

locking a field with 242—243 

making a field opaque or transparent with 235 

naming a field with 229 

proiccung field from search with 244 ^ 
New Background command 138 
New Button command 1 14—1 16 
creaiing a buiron with an icon 161 
creating a burton with text i59 
New Field command, for creating a field 209-210 
Send Fanher command 

reordering buttons with 195 
reordering fields with 234 
Scack. Info dialog box 86» 92 

changing color ser with 96-97,274—275 
checking free space with 100 
checking number of backgrounds widi 1 37 
opaque burtons, changing to transparent 197 
opaque fields, creating 235 
opaque graphics, creating 303—305 
opening an application program 52—53 

adding a button to Home card for 1 14-1 16 
opening a button's script 203 
opening a document 52—53 

adding a button to Home card lor 1 1 4-1 1 6 
opening HyperCard 10-13 

at startup 1 19 
opening a stack 27—30 

adding button to Home card for 112-113 
closing old stack and 31 
locked 30 
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opening a stack (continued) 

with a password 29 

iv.iJyiii.itic Inittoiis lor J 55 
Open Stack command (File menu) 27. 28-29 

closing a stack with 3) 

getting lu Home stack with 26 

moving to another stack witli 48 
Option key 

copying a button with 198 

copying a field with 236 

using with Piiint tools 321 
Options dialog box, adjusting printing options in 

339. 342^343 
Options menu 

Brush Shape command 265 

Gtapse ColorSei 275,277 

cabining options in 297 

Draw Centered option 281,282 

Draw Filled option 288-290 

Draw Multiple option 293-294 

Draw Oudined option 283 

Hdii Pattern command 271 

FatBits option 306-307 

Grid option 295—296 

Line Size command 29E>-29l 

Polygon Sides command 283-284 

Power Keys option 319-320 
outlining a graphic 314 
ovals, drawing 2SI"'283 
Oval tool 281 

overbppin^ elements, solutions to 
Hbns 195-197 
ftd^ 233-235 
graphics 305-305 

V 

padlock in menu bar. for locked stacb 30. 79, 105 
Page Setup dialog box, selecting printing options jn 
334-336 

Paint file, importing a color set from 278-279 



Painting ]evcl, defined 1 9 ^ 

and Power Keys option 24 
I'jiiu menu LUinmandi 

Fill 269-270 

changing a pattern with 309-310 

Flip Horizontal 316-317 

Flip Verucal 316-317 

Inven 313 

Keep 323 

low memory and 318 

Opaque 304 

Pickup 311-313 

Revert 319, 323-324 

Route Left 315-316 

Rotate Right 315-316 

Selec: 258. 259. 260 

Select All 261 

Trace Edges 3 1 4 

Transparent 304 
Paint text 206, 298 

adding 298-301 

changing field text to 300-301 

choosing a format for 298-299 

preset format for 298 
Paint Text tool 

choosing 298 

power keys disabled with 320 
Paint tools 68, 69, 249-251. St^e also spcdfic tools 
choosing 71 

double-clicking, effeas of 322 
tirid option and 296 
low-memory conditions and 9,318 
menus with 71.251-253 
for special effects 293-297 
Tilde (-) key widi. 263. 332 
using modifier keys with 321 
password 

opening a stack with 29 

removing 108-109 

setting 101-102 

user level setting and I {)(\ 1 07 
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Paste Button command (Edit menu) 169> 199-202 
Paste Card comm^d (Edit menu) 

aildin^ new flrsi Laid willi 123 

copying a background with 141 

copying card with 126 

creating miniature card with 331 

making card first in stuck with 128 

moving a card widi 1 27, 1 28 
Paste Field command (Edit menu) 237. 240, 24l 
Paste Picture command (Edit menu) 263, 326-329 
Paste Text tummand (Edit menu) 301 
patterns, changing 309—3 1 3 
Patterns menu 

changing or creating a pattern on 270-271 

choosinga pattern from 268, 269, 288, 291 

editing a pattern on 270—271 

tearing off 252 
Patterns palette 252-233 

choosing a pattern from 288, 291 

shon:cui for showing or hiding 252 
peeking 

at buttons 171-172 

at fields 221 
Pencil 

drawingwith 281,287 

editing a graphic with 307 
phrase, searching for 46-47 
Pickup command (Paint menu) 31 1-313 
picture insert, adding to report template 350, 
352-355 

pictures, .SVi' background picture; card picture; 

graphics 
plamiing a stack 75 
pointers 
arrow 

with Button tool 157 
copying a graphic with 325 
moving a graphic with 292-293 
Brush shape 265 
Bucket 

changing a graphic *s pattern or color with 
310-311 



positioning 268—269,311 
crosshair 

drawing circles, ovals, nr rccTangle.s with 
281-282 

drawing aii irregular polygon with 285-286 

drawing lines or free-form shapes with 280 

drawing polygons with 283 

selecting a graphic with 254—255 
I-beam 51 

adding Paint text with 298 

editable field shown by 21K2I2 

for editing text 51,52 

fiiiliire to appear 21 2—213 

locked field and 243 
Spray cool 266 

Tools palette and 70 m 
polygons, drawing 283-286 " 
Polygon Sides dialog box 283-284 

choosing shape in 283-284 
l\>lygon tool 

choosing 285 

Draw Pilled option widi 289-290 

drawing with 285-286 
Power Keys option 23,319-320 

power keys listed 320 
Prev command (Go menu), Back command vs. 
35-36 

Preview dialog box, checking report layout widi 356 

Print Card command (File menu) 336 

Print dialog box 

Lhooiing a card teniplau" with 337 

choosiiig a report template with 341 ^ 

copying a template with 361 

creating a card template with 343-348 

creating a report template with 348—359 

del en ng a template with 362 

exporting a template with 360 

printing all or range of cards with 337-340 

printing cards in stack with 337—340 

printing a report with 340-343 

renaming a template with 361—362 

printer driver required 7 
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f^rinring 33.3-359 

card pictures 340-343 

i-jrds 33t>-'34() 

creating template for 343-348 
entire stack 336-340 
single 336 
specific 336. 338 

field text 340-343 

maiiiiig lalx'ls 359 

Page Setup options for 334-336 

preparing for 334^336 

reports 340-343. See nlso rtpirt tftnp!aie(s) 
rviviire Alcc\ss cHclI^ ho\ UH 
protected c^rds, deleting 135 
protected stacks 

t^ing 30 

t^^g to delete 1 1 1 

types of 101 
prorecdng a background From deletion 145-146 
protecting a card from deletion 132-133 
prorec ring a stack 101-110 

from changes or deletion 103-105 

on a file server 109-1 10 

by limidng user level 106-108 

with a password 101-102 
Protect Srack dialog box 

limiting user level with lOO-lOS 

preventing changes or deletion with 103-105 

removing a password widi 1 08 

restricting access with 101-102 

setting file server access with 109, 110 
^^ig password with 101-102 

Q 

Quit HyperCard command (File menu) 57 
for closing stack 31 

radio button 

Auto Hilite and 186 
ihare Hiliieand 187 



HAM iLon. Lhecking memory wiih 7-8 
readymade burtons (i7 . I'j4— 

copying; 154-157 
readymade graphics, copying 262-263 
Recent command (Go menu) 4y 
rect.ingles. drawing 281-283 
Rectangle tool 2S1 

rectangular area of graphic, selecting 265-255 

Regu I :ir polygon tool 28.3-285 

temoving button text 176 

removing an icon 177-178 

removing a passAvord 1 OS- 1 0^ 

removing sr.irch parhs 26 i 

renaming a background 143 

renaming a button 191-192 

renitming acard 130 

renaming a field 228-229 

renaming a Home card 117-118 

renaming a st;ick 93-94 

renaming a template 361—362 

reordering buttons 195—196 

reordering cards. repositioning cards 

reordering fields 233-235 

reordering graphics. See reposirioning graphics 

rcpons, printing 340-343, See alsozQ^an template{s) 

report remplate(s) 336. 340. 343 

copying witliin the same stack 361 

creating 348-359 

deleting 362 

cdidng 341-342 

e)£p<»rting to another stack 360 

for mailing labels 359 

naming 349 

previewing cell layout for 356 
renaming 361—362 
saving 359 
selecting 34 1 

specifying content for 350, 352-356 
specifying footer for 358-359 
specifying header for 357-35S 
specifying Liyout for 351-352 
repositioning but totis 192-193 
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reposirioning cArds 1 27—1 28 
rcposirioning fields 230 

rqjiish inning j^rapliit:^ 263, 2*^2-293, 303. 326 

after copying 326 

after moving 327,329 
resizing. I burton 173 

to show [txr 160 
rLsiiiiig a fielii 222-223 

for viewing hidden lexi 212 
resiiing a graphic 308 
resource ft>rk, icons scored in 1 67 
restoring ;i graphic 323-324 
resirictiii^ acceiis. See protecting a stjck 
Revert command (Paini meiiu) 3 1 9, 323—324 
Rot^iic Left command (Paint menu) 3 1 5-316 
Rocace Right command (Paint menu) 315—316 
rotating a graphic 31'S-316 
Rounded Rectangle tool 281 

s 

Save A Copy command (Pile menu) 98 

Save A Copy dialog bos 98-99 

saving graphics 323 

saving a report template 359 

saving a stack copy 98-99 

scanned graphics, as card element 66 

scanner, importing graphics via 329—330 

Scripting level, defined 19 

Blind Typing option 24 
scripts 63 

background, viewing 85 

button, viewing 81.203 

button name changes and 1 92 

card, viewing 84 

copying, error messages and 91 

creating links with 183-185 

deleting 91 

field, viewing 83 

field name changes and 229 

for linking 183-185 

pre-programmed 1 54 



stack, viewing 86 

stack modification warning 78-79 

viewing K{)-86. 2(J3 
Scrolling field style, in Field Info dialog box 224 
searching for texT 43-47 

exclusions when 46. 131. M,VH4.24'i 

I\iini text excluded from 300 

Shared Icxt option aiid 220 

in a specific field 45-46, 47 

jipeeding up 45 

stopping 44 

fiir whole word or phrase 46—47 
search patln 25 
Search Paths cards 24—26 
Select Ail command (Paint menu) 261 
Select command (Paint menu) 258, 259. 260 
selecting a burton 72 
selecting a field 73 
selcctinga graphic 74, 253—261 

all in ctirrein layer 260 

afi:er creation 259 

entire card or backgrotmd picture 261 

non rectangular area 255—257 

reaangular area 254—255 

selecting an icon vi, 254 

widiout blank space 255. 257-259. 260 
selecting an icon, selecting a graphic vi. 254 
selecting a pattern 253 
selecting printing options 334— 336^ 339 
selecting text format 217—218 
Selection tool 74.254.257.261 
Send Farther command (Objects menu) 

reordering buttons with 195 

reordering fields with 234 
Set Password button {Protect Stack dialog box) 10 
shapes 

drawing 

circles, ovals, and rectangles 281-283 

freedbrm 280-281 

polygons 283-286 
drawing patterned borders for 291—292 
filled, drawing without borders 292 
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Shared Text option, making text appear on every ci 

with 219-220 
SW.wv Hilite option I S7 - I f^'J 
iiiifi key. uiing wiiU Paint tools 321 

Show All Cards command (Go menu) 42 

size of button, changing 1 73 

siz-e of field, changing 222-223 

size of graphic, changing 308 

sufiware rcquiremeiui 7 

bpedal graphic effects 293-297 

Spray tool 264 

painting with 266-267 
Sptay tool pointer 266 
srack(s) 5-6 

addingcardsto 122-125 

baJciip, importance of 10 

c^rtemplates for, saving 34S 

on CD-ROM 56 

changing name of 93-94 

closing 31 

coior set for. changing 95-98, 274-275 

compacting before closing 31 

copying buttons between 167, 168-171 

copying a template within 362 

creating 59-78 

card layer vs. background layer 63^5 

by copying from other stacks 88-91 , 90-91 

evaluacion while 76-77 

by modifying existing sracb 78-87 
planning 75 
scripts for 63 
^-pwn 88-91 
Tools for 68-71 

creating new backgrounds for 138 
deleting lIO-l 1 1 

examining parts of St)-86 
exporting a template to 360 
on file server 55 

getting information about 86. 92 
iconi lor 5 
links between 6 
creating 180-185 



d locating buttons in 171-172 
locked 13 

UKikingii L.trd ficM in !28 
modifying 78-87 
moving between 48 
moving a card in 127—128 
moving a template between 360 
moving through 2I^23> 32-^50 

with ifrrow keys 39^0 

with buttons 38 

by clicking text 39 

by flipping through c-irds 42-43 

with Go menu 34-36 

with Go palene 36-37 

with Message box 42—43 

reviewing cards viewed 48—49 

by searching for text 43-47 
naining or renaming 93-94 
opening 27-30 

adding a button to Home card for 1 12-1 13 

rcadymade buttons for 155 
pknning 75 

printing all cards in 336-340 
prinnng options saved with 335 
protecting 101-110 

from changes or deletion 103-105 

*m a file server 109-110 

by limiting user level 106-108 

from unaudiorized access 101-102 
rcadymadc elements in 67 
readyninidL- graphics from, copying 262-263 
reclaiming free space in 99-100 
renaming 93-94 
report templates for 340 

creating 348-359 

saving 359 

selecting 340-342 
repositioning cards in 127-128 
sample 60-63 
saving a copy of 98-99 
scripts and 63 



stack icons 5 

startup from 12 
-Stack Idff coiiimaiKl. .SVr Slack luUt tliak^j; Ihj>: 
Scack Infu dialog box 86,92 

changing color sei with 96—97 
for a stack 274-275 

checking free space with 1 00 

checking number of backgrounds with 137 

shortcut for choosing 92 
,stack menus 32 

stack names, in Finder vs. on button 27—28 
stack script, viewing 86 
srariiiig HyperC^ard 10—13 

at Apple IIg.s SEanup 119 
Stanup Info dialog box (AppleShare network) I 1 9 
style of button, choosing 174—176 
style of burton text, seitinj^ 176-177 
style uf field, changing 223^224 
style of held text. See text format 
Style menu 

choosing button style with 175-176 

choosing field text format with 2 1 8 

choosing field style with 224 

setting burton lext with 176 
system software requiremeniJi 7 

T 

Lib key, moving through fields with 214—216 

reordering fields and 234 
remplare{s), .S>eca.rd teniplate(s); report fcmplate(.s) 
Ilfmplate dialog box 

choosing cards to print with 338 

creating a card template with 344-348 
Templates menu commands 

Delete 362 

Edit Template 338.341-342 

creating a card template with 344—348 
creating a report template with 349, 357-359 

Export 360 

New Template 344,348-349 
tciiing a button 1 57 



after copying 200 

after moving 203 
testing a link 182, 185 
text. See also button text; field text; Paine text 

Arrow Keys in Text option 21—23, 39—40, 213 

combining wirh an icon 164 

creating a button widi 158-161 

formatting. Seeicxi totmat 

role of 205 

searching for 43-47 

exclusions when 46, 131. 143-144,244 
Paint tcx[ excinded from 30£) 
Shared Text option and 220 

typci of 206 

determining 212 
Text Arrow;^ option 21-23.39-40 

moving through text with 213 
text fields. 5ff fieldts) 
text ftjrmat 

choosing 217—218 

for Paint text 298-299 

specifying in report template 354^-355 
Text Style dialog box 

for button text style 176-177 

for choosing field text format 217-218 

for choosing report font 354-355 

for Paiiu lexi 298-299 

shortcut lor opening 217 
text style, .fetexi format 
Tilde key 

for looking through c-jirds viewed 48 

ftjr undeleting a graphic 263,332 
Tools menu 68-71. See aiso specific tools 

choosing a border tool from 292 

Draw Filled option and 289 

shortcuts 

for choosing General tools 1 54. 209 
for painting commands 320 
tearing off 70 

for working with buttons 72, 153-154 
for working with fields 73.208-209 
Ibr working with graphics 74, 249-253 



Index 



Shared Text option, making text appt:ar on every card 
with 219-220 

Sh;irc Hilirt' cipritni i,S7"l«'J 

Shih key. us'in^ with Paiiir touLs 321 

Show All Cards command (Go menu) 42 

size of button, changing 1 73 

si7-e of field, changing 222-223 

size of graphic, changing 308 

s^ofrware requirements 7 

spt'cial graphic effects 2^3-297 

Spray tool 264 

painting with 266-267 
!^pray tool pointer 266 
scackU) 5-6 

addingcardsfo 122-125 
bjJaip, importance of 10 
cMTtemplates for. sowing 348 
on CD-ROM 56 
changing name of 93-94 
closing 3i 

color set for, changing 95-98, 274-2/5 
compacting before closing 31 
copying buttons between 167, 168-171 
copying a template wirhin 362 
creating 59-78 

card layer vs, background layer 63-65 

by copying from other stacks 88-9 1 , 90-91 

evaluation while 76-77 

by modifying existing stacks 78-87 

planning 75 

?.criprs for 63 
^psin 88-91 
^ols for 68-71 

creating new backgrounds for 138 
deleting 110-111 

examining pans of 80-86 
exporting a template to 360 
on fde server 55 

getting information aboui 86.92 
icon!^ lor 5 
links between 6 
creadng 180-185 



locating buttons in 171-172 
locked 13 

m. iking J L.irtl firsi in 128 
modifying 78-87 
moving between 48 
moving a card in 127—128 
moving a template between 360 
moving through 21-23.32-50 

with arrow keys 39—40 

with buttons 38 

by clicking text 39 

by flipping through cards 42-43 

with Co menu 34—36 

with Co pdette 36-37 

with Message box 42—43 

reviewing cards viewed 48—49 

by searching fot text 43-47 
naming or renaming 93-94 
opening 27^30 

adding a bunon to Home card for 1 12-1 13 

ready made burtons for 155 
planning 75 

printing all cards in 336-340 
printing options saved with 335 
proiecnng lOl-l 10 

from changes ot deletion 103-105 

<in a file server 109-1 10 

by limiting user level 106-108 

from unautliorized access 101-102 
reiidymadc elements in 67 
fCiidyiTudt: graphics from, copying 262-263 
reclaiming free space in 99-100 
renaming 93-94 
report templates for 340 

creanng 348-359 

saving 359 

selecting 340-342 
repositioning cards in 127-128 
sample 60-63 
s.ivingacopyof 98-99 
SLripts itnd 63 




Tools palt'tie 

choosing a tool from 70-71 

t;roii[ing 70 
Trace Edges comm:md (Palat menu) 314 
transparcnc burtons 

changing opacjue biiiion.s cn 197 

creating 157-158 
transparent fields 

changing opaque fields to 235 

creating 210 

finding 21 1 
transparenr graphics, crearing 30;3-,105 
Typing levels definL-d I 

raping mistakes, correcting S7. See also correaing 
mistakes 
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undeiecing a card 135 

undeleting field text 217 

undeleting graphics 263-264.332 

Undo command {£di[ menu) 87 
low memorj-and 318 
Revert command vs, 323 
undelenng a card wirh 135 
undeleting field text with 217 
undeleting a graphii: with 263, 332 

nnlocking a field 243 

updating Search Paths card 25-26 

userlevels \7-2\. See also specificleveb 
Arrow Keys in Text option Jiid 1 1 



Blind Typing option and 24 
Compiict Stack command and 31 
Pile and Ldit menus witli 20 
limiting l06-i08 
listed 19 

Power keys option and 23 
setting or changing 17-18 
User Preferences cird vs. stack 21 
User Preferences card 17-24 

Arrow Keys in Text option 21-23,39 
Blind Typing option 24 
Power Keys option 23.319-320 
stai_k usfi level vs. 2 I 

V 

viewing cards quickly 42-43 
viewing cards seen recently 48^9 
viewing scripts 80-S6. 203 

w 

white paim. blank space vs. 253 
Wide Margins, for fields 225-226 
word, searching for 46—47 
wr ire-protected stack, opening 30 

X, V, z 

XCMD. adding a color set with 273 
CO background 148,278 
to a card 134. 276 
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